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Thanks go out to our friends at Your Move Games 
(www.yourmovegames) for sending us the artwork for this 
issue’s cover. 


Our first battle report for this issue of Fictional Reality comes 
to us from the good guys over at Rattrap Productions, makers of 
the Pulp Heroes miniatures adventure game. Without any fur- 
ther delay we’ll get right into a WWII action-adventure movie 
brought right to the tabletop! 


Chaos on the Kyll River 


When Rich Johnson, the evil mastermind behind .45 Adventure, 
first told me there were going to be zombies included in his 
new supplement Amazing War Stories, the very first thing I 
thought of was zombie bombs. Imagine the fun of having a 
hoard of undead creatures, strapped with explosives shambling 
towards an objective with the American’s having to figure out 
how to stop them! I tried hard to get him to include it as a sce- 
nario in the book, but the guy is hard-headed. I decided right 
then, if he wasn’t going to create that scenario, I was. My friend 
Jerry, who has studied World War II extensively helped me find 
the perfect historical setting for the game. What better place to 
have a zombie attack than the Kyll River? There really is such a 
place and there was an actual battle that took place over it dur- 
ing the allies march towards Germany. I wanted to include as 
many of the cool weird war archetypes that I could in the sce- 
nario. Zombies, super-soldiers and rocket troopers were easy to 
fit in, but I had to draw inspiration from Frankenstein and the 
Billy Goats Gruff fairy tale to get the Russian flesh construct 
into the game. 


After the Battle of the Bulge the Allies begin their steady march 
towards Germany. Desperate to slow the march to the Rhine 
and outgunned by the Allies, The Germans call upon Tobias 
Kroon and his zombie formula. Strapping explosives to their 
backs, the zombies are sent in to destroy a key mechanical 
bridge. 


The Table 

The game is played on a 4’x 3’ 
board. The board should be 
split down the middle with a 
small river with a bridge span- 
ning it. On one side is a small 
French village with plenty of 
cover for allied shooters. The 
other side is dense trees and 
shrubs on either side of the 
road. 


Characters 
The allies get Sgt Steve Grant 
(G3 super-soldier), a G2 NCO, 


1 G2 Rocket trooper, | G1 Rocket Trooper and 4 G 1 Veteran 
Soldiers. 


The axis get Tobias Kroon, a G3 Axis Officer, a G2 Assault 
engineer, 4 G1 commandos and six zombies. 


Set-up 

The allies players set up their NCO and green soldiers in cover 
in the village, prepared to ward off attacks on the bridge. Steve 
Grant and the Rocket troopers are on patrol. At the first sign of 
trouble the NCO will signal for them. Grant and the rocket 
troopers are not together. Roll a BR test for Grant and the RT 
commander. If they pass they come in at the beginning of the 
next turn. If they fail they come in the turn after. They enter on 
a random board edge (see special rules) The axis players enter 
from the wooded board side on their turn. 


Victory Conditions 
The Allied players win if they successfully defend the bridge. 
The axis player wins if they destroy the bridge. 


Encounter Cards 

There are no encounter markers on the board, but there are 8 
encounter cards. Players should alternate at the start of each 
turn drawing a card. The player whose side wins initiative 
should draw first. 


Encounter Cards 

1) Mad Boris. The Russian flesh construct fled his homeland 
in disgrace. Making his way across the French countryside 
he had taken refuge under the bridge. He will emerge when 
his card is played. He retains very few memories of his 
former selves, but he remembers he hates Germans. 


2) Franz Gruber, German super-soldier. A massive seven 
foot hulk of a man, Gruber comes to the battle after hearing 
rumors that Grant will be there. With the war nearing its 
end, he feels it’s his last chance to prove who is the ulti- 
mate fighting machine. Roll a dice. On a 1-2 he arrives on 
the left board edge, on the allied side. 3-4 on the left board 
edge on the axis side. 5-6 on the axis entrance side. 7-8 on 

the right edge, axis side. 9-10 

right edge, allied side. 


3) Glitch. It’s late in the war 
and equipment is getting 
worn down. The side that 
draws this card can play it 
on any one piece of equip- 
ment they choose. Rocket- 
pack, weapon, zombie con- 
trol box. For the entire next 
turn the device does not 
work properly. A good 
thump to the side gets it 
working again for the next 
turn. 


4) Strafing Run. The player that draws this card has 
been able to call in a strafing run. The player picks a target 
model for the run. The attack is from a light machine gun 
and the pilot has an HT score of 4, and firing at Long 
Range. 


5) Nightfall. The action has taken place too close to dusk and 
now the sun has set, blanketing the are in darkness. All 
line of sight is reduced to 12. 


6-8) These cards are all nothing. 


Special Rules 

The Zombies are all carrying type 3 explosives. If the Engineer 
wants to spend the time, he can augment them. The bombs can 
be detonated two ways. Either by timer of gunfire. Timers must 
be set in base to base contact with the zombie and is measured 
by turns. The bombs go off at the beginning of the zombies 
movement phase. To activate by gunshot the player must have 
line of sight to the back of the zombie. To detonate the player 
has to first score a body hit, and then roll 6-10 on a d10. 


The Bailey Bridge supports is on the sides. The explosives need 
only be set off while on the bridge. The Bridge has a DR of 18 
with 5 wounds Random board edge is determined by the player 
running the character that is entering. Facing the board from his 
playing side, roll a d10. 1-2 character enters on left board edge, 
on the far side of the river. 3-4 left board edge, close side of the 
river. 5-6 players board edge. 7-8 right board edge, close side of 
river. 9-10 right board edge, far side of river. 


Hero points can be used to affect random entry A character can 
pick up a fallen zombie. To do so he must pass a BW test. Once 
carrying the zombie the character moves at 1/2 speed. The body 
can be thrown BW-2 inches. 


Turn 1 

Respect. That’s all Tobias Kroon demanded. His super-soldier 
program might not have gone as smoothly as the Americans’, 
but his zombies had been integral parts of several successful 
missions during the war. Hadn’t they proven themselves worthy 
fending off the allies when they attacked the airship over the 
Ardennes? Yet instead of praise all Kroon got was complaints. 
It really wasn’t his fault the zombies ate the Kommandant... 


Now, with things falling apart and much of the blame appar- 
ently filtering his way he needed some victories to prove his 
worth. He knew his zombies could take down this bridge. He 
knew they would be successful. And with success would come 
respect... 


The Germans win initiative and the opportunity to draw the first 
encounter card. ‘Strafing Run’ is played and one of the Gls 
guarding the bridge takes an arm wound, forcing him to duck 
for cover. The German command begins to move up through 
the cover of the woods. Oberleutenant Shluter, the German en- 
gineer tinkers with one of the bombs and successfully increases 
the range and power of the explosive. The Americans guarding 
the bridge spot the zombies and open fire. All three rifle shots 


hit, but none score the head shot that is necessary to take down ™ 


the shambling monstrosities. The shots do push back the zom: 


bies 1/2 inch each. If this happens enough, it will severely ham- 
per the Germans plan to get the zombies to the bridge on time. 
The zombies come shambling up the middle of the road. The 
explosives on their backs are all set with timers due to go off on 
turn 7. 


Turn 2 

Boris Romanov was a hero and a patriot, fighting bravely 
against the Nazi invaders until a grenade left him close to 
death. He awoke during the surgery and the doctor spoke to 
him and told him he was going to be a hero still. That they 
could not only fix him, but make him better. Russia’s first super 
soldier. Boris could barely hear him over the screams of the 
mad man next to him. Boris recognized him as Ivan Zarkov. The 
massive bear of a man had left a bloody path across the country 
side, murdering and raping at will, until finally captured by 
police. Now he lay next to him, arms and legs strapped down 
and a sucking bullet wound in his chest. 


When Boris awoke he was whole again, but the screaming he 
had heard that night, it was in his head now. Zarokov’s per- 
sonality proved stronger than the scientists had suspected and it 
fought constantly with Boris over control of their shared body. 
Boris found he could retain control by sheer force of will, but 


knew at any time, if he wasn’t diligent, Zarkov could take over. 
The encounter card reveals ‘Mad Boris’, a failed Russian at- 
tempt to create their own super-soldier. Emerging from his hid- 
ing place under the bridge, the Boris personality recognizes the 
hated Nazis and charges towards them. 


The sound of gunfire alerts Sgt. Steve Grant and a pair of rocket 
troopers to the action. All three enter the board on the German 
side at the edge of the woods. Grant charges in through the 
woods towards the German Command. The rocket troopers take 
off towards the zombies. Unfortunately Private Bryan, the 
young brash rocket trooper looses control of his rocket pack, 
crashes through the woods and plows head first into a tree, kill- 
ing him instantly. Lt. Allman, the ranking rocket trooper lands 
safely. Spotting a Nazi commando, he fires, but misses badly as 
he lands. The commando shoots back and misses as well. The 
zombies, slowed but a little by more rifle shots, shamble slowly 


towards their goal. 

Turn 3 

“Aim for their heads! Aim for their Goddamn heads!” Sgt. Be- 
mis had had enough of this crap. Ten years in this man’s army 
had taught him one thing. War was hard enough without having 
to fight creepy mindless monsters. In the last few years he had 
seen enough zombies and ghouls and blood sucking supersol- 
dier mistakes to make him yearn for the good old days where it 
was just man versus man, may the bigger gun win. But God had 
dropped him into this battle for a reason, and that was to in- 
struct these lilly green soldiers how to stop these monsters. That 
and keep them from pissing themselves as they watch them ram- 
ble along despite countless direct hits... 


Grant charges a commando in the woods. He takes the soldier 
by complete surprise and with two quick attacks breaks his 
neck. The dead soldier crumples to the ground and Grant real- 
izes he’s made a critical error as he is now standing in the open 
surrounded by German soldiers. Oberst Weimer barks an order 
and all his men open fire on Grant. Grant dives for cover, but 
not before taking five wounds. Being the elite super-soldier he 
is, and thanks to the serum rushing through his veins, he shakes 
off the wounds and plans his next move. 


Shluter reaches another zombie and attempts to augment the 


explosives, but in the heat of battle and under fire his nerves are Ky 
severely tested and he not only fails to increase the power of the | 
bomb, but very nearly sets it off. Lt. Allman, the rocket | 


trooper, sees two of the zombies lined up and recognizes an 
opportunity. Using the Bullet Strike skill he learned at the acad- 
emy he rockets towards the zombies, plowing through them. He 
staggers both, but unable to connect on the head shot, does little 
more than slow them down for a moment. The American GIs 
prove luckier as their constant rifle assault finally results in a 
head shot on one of the zombies. It is the zombie who’s bomb 
had been successfully augmented by the engineer at the begin- 
ning of the game and it drops face down, mere yards from Ger- 
man command. 


Turn 4 

He’d seen his entire regiment destroyed during the campaign in 
Arnheim. Twenty good rocket troopers reduced to two by the 
Germans. Now Private Bryan’s rocket pack had malfunctioned 
sending him tearing through the woods. Allman’s gut told him 
he was the last one left. The sole survivor of the 3rd Rocket- 
bourne. He really didn’t have time to worry about it now, he 


% was knee deep in it. Zombies. Damn. He'd seen enough of these 


monstrosities. Time after time he'd fought them and the futility 
was driving him crazy. He’d laid two good hits on those mon- 
sters, he had felt one of their jaws crack like twigs when he con- 


3 nected. But they kept walking, kept stumbling towards their 


goal. As he turned and stared at them from the back something 


m new caught his eye. 


A pack on the zombies back with wires attached. In front of the 
zombies stood the bridge and it didn’t take a genius to figure 
out the plan. Allman smiled. For once, fighting these creatures, 


§ he knew how to stop them... 


As the Nazis attention turns from Grant back towards their ob- 
jective they move out of the woods and towards the bridge. 
Grant follows and catches another commando from behind. 
This soldier is tougher than the last one and Grant fails to bring 
him down. 


Mad Boris finally reaches a zombie and begins to pummel it. 
Unfortunately his punches reach only soft spongy dead flesh 
and he does no damage to the creature. Lt. Allman finds him- 
self behind the zombies after his bullet strike. He notices for the 
first time the packs on their backs and the timers attached. He 
aims for the closest zombie and shoots him in the back. He 
scores a direct hit on the bomb and the earth shakes as the zom- 


m2 


Don’t worry we won’t tell your wife 


bie bomb explodes. Two other zombies and Boris are caught in 
the explosion. Despite the strength of the explosion the zombies 
are not seriously damaged. Boris, however takes three wounds. 
Through the turmoil and pain the Zarkov personality screams to 
get out, but Boris manages to maintain control. 


Turn 5 

It was a good day to die. Hell, any day was a good day at this 
point. Not that he particularly wanted to die, but Sgt. Steve 
Grant knew the war was coming to an end. Sure, after they got 
the Fuhrer the brass would probably pick him up and drop him 
in the middle of the Pacific to continue his own personal war on 
all the more unique ‘personnel projects’ the war was produc- 
ing. Grant knew in his heart this was the war that was going to 
end all wars and, God Bless, the good guys were going to win. 
He just wasn’t sure what kind of future there was for a man of 
his unique abilities. World wasn’t going to need a super pow- 
ered killing machine that much longer so, by God, he may as 
well go down swinging... 


Dusk turns to night. The nightfall card reduces vision to 12” 
across the board. The American soldiers move out of the ruined 
buildings and towards the bridge for a last ditch effort to stop 
the zombies. Oberleutenant Shluter, standing behind the rocket 
trooper that had destroyed the zombie bomb, shoots him in the 
back at point blank range. Lt. Allman panics and rockets back 
towards the bridge and away from the Germans. Shluter real- 
izes for the first time that there is a ticking time bomb laying in 
front of him set to go off at any moment. 


Grant’s opponent has had enough. The super-soldier is too 
tough for him and he breaks for safety. Grant lets him go and 
turns his attention to the other commandos. The Nazis are all 


armed with rifles and under the Oberst’s command could direct 
their fire at the zombies at the bridge and detonate them at will. 

The zombies continue their march. The creature that is being 
attacked by Boris shambles on despite Boris’ continued assault. 
Despite the best effort of the Americans, two of the remaining 


four zombies step foot on the bridge. 

Turn 6 

His men thought it was over. He could tell by the look in their 
eyes. They wanted to go home to their women and children and 
comfortable beds. They were tired of the war and the cause 
seemed hopeless. Deep down, Oberst Weimer knew it was over 
too, but he’d be damned if he was going to quit. For the Fat- 
therland and for the Fuhrer he would fight until his last breath, 
and that meant his men would too. Every little battle they could 
win meant they were that much closer to turning the war 
around. It could be done. These vile creatures he was being 
forced to use might sicken him, but Kroon was as good as his 
word. He had gotten the explosives to the bridge and now it was 
time to bring it down... 


Shluter rushes to the downed zombies side. The timer is ticking 
down. It is going to be close. He moves to disarm the bomb. 
Grant charges another commando, wounding him. The young 
soldier is brave however, and turns to face the American Jug- 


gernaut rather than fleeing. Mad Boris follow the zombies onto 
the bridge and attacks again. He scores a crushing blow to the 
zombie’s skull and the creature falls. For the first time Boris 
notices the pack on it’s back and the ominous ticking sound 
coming from it. Lt. Allman regains his composure near the 
bridge. He notices one of the zombies attempting to wedge it- 
self under the bridge and rushes to stop it. Under orders from 
his commander the last of the four German commandos raises 
his rifle and fires on the zombie near the center of the bridge. 
His aim is true and the bomb detonates doing an incredible 
amount of damage to the bridge. Despite the damage, the bridge 
does not fall. Unfortunately, Mad Boris is not so lucky. Getting 
caught in the second blast leaves him battered and unconscious. 
Even as the Nazis celebrate their success another zombie steps 
onto the bridge and the fourth and final one begins to crawl 
underneath it. 


Turn 7 

He knew the minute he saw the bridge he would take it down. It 
was one of the American Bailey bridges and all the support was 
on the sides. He really had to do little more than get the explo- 
sives up on the bridge. Shluter had listened intently as com- 
mand had told him about the zombies. He feigned surprise even 
though rumors of the creatures had first surfaced years ago and 
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had never completely gone away. He thought it was ingenious 
to use them as mobile bomb platforms and began work immedi- 
ately. Now the mission was close to being completed and for the 
first time Shluter thought about the words one of his friends had 
said some months back when the topic of zombies had come up. 
If the Reich really is using undead soldiers how come there are 
no, not even one, living eyewitnesses to the fact... 


Shluter knows he is out of time. He has one shot at disarming 
the bomb. Luckily the Reich has trained him well and with 
mere seconds left he cuts the wire and stops the timer. Lt. 
Allman fires at the zombie attempting to crawl under the 
bridge. He knows he is too close and if he is successful it could 
possibly kill him. He fires into the zombies back and the bomb 
erupts sending Allman flying backwards. His body bloody and 
beaten. The bomb detonates just early enough to do no damage 
to the bridge. 


The GI’s stand and fire upon the remaining zombies, but all 
hope is lost. Even if they kill the creatures the bombs are in 
place now. The final two bombs explode in unison. The bridge 
creaks and moans and finally buckles under the extensive dam- 
age done to it and falls broken into the Kyll River. 


Post battle report 
That’s two for two for the Germans. Both times I’ve ran this 
scenario they have succeeded. What is interesting is how differ- 
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ently the players approached the strategy. The first game the 
German players didn’t bother arming any of the bombs and 
relied on there sharpshooters to destroy the bombs. It was risk- 
ier and took longer, but in the end succeeded. 


The Americans, for their part, have relied on long range shoot- 
ing to stop the zombies. Each game only one zombie was 
dropped with a head shot. Grant, the American super-soldier 
has failed to get into the middle of the zombies and add his 
stopping power. That could make a huge difference. 


One thing I added to the scenario after this game was rules for 
picking up a zombie and moving it. Once Boris took out the 
zombie on the bridge it was too late to do any good. Now he 
can pick him up and toss him in the river to dispose of the 
bomb. In the end, all the players had a good time. Each charac- 
ter had a shining moment in the game and my only disappoint- 
ment, as the game master, was not getting to see Grueber, the 
massive German super-soldier, make it onto the table. 


Written by Marc Anderson 
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Here we are again! 


The move to Derbyshire is almost complete so this will (hopefully) be my last news item from the old 
HF Central (this is the nickname given to the 8ft x 10ft wooden shed that has been the home of HF Minis 
for the last two years. In summer | bake and in winter | freeze. Even now as | type | cant feel my feet!) 


Our release over the last few months have been slow whilst we sort out the move but expect us to be back to our 
usual prolific schedule from January 2007. We have lots of new figures already being moulded including new zombie 
hunters, a new Libby, Amoy with a rocket launcher, CAD-designed weapons, cool new dwarves, a really gorgeous 
Shetland pony plus some great little Goblin pieces. Also we havesome of the asylum figures from the recent 
FU-UK contest . . ooops musn't forget to throwin some gorgeous resin for good measure . . . Action stations! 


To help me with the organising and running around | have recruited a wonderful production manager who 
is due to start once we have moved. This should help take some of the pressure off me that has 


increased as HF has become more well-known and popular....it will also mean that as my illness progresses 
that Hf will not 'stop' just because i take a few days off to recuperate. Overall this is good news for you guys! 


Thanks lots for your support in 2006, heres to a prosperous 2007 ! Si | G) 


Drop the paint brush, Sir. 
The battle’s amore 


Warfare of the near future is coming soon! JiGIG oe Oo 
Based on the award-winning Starship —— = 


Troopers rules system, Battlefield igi > DAT UT 4g 
Evolution is the 28mm tabletop game 2 04 i 


focused on military technology of 2010- 
2015, allowing players to deploy cutting- 
edge units of the near future. Battlefield 
Evolution features simple yet tactically 


challenging rules and expert level pre-painted models in every boxed set. Further; players will know exactly 
what models they are buying as this game is sold in a non-collectible format. With each, box containing 


the full game rules, Battlefield Evolution can be played immediately upon opening! 


Juropean Pe@@iadom Task Poérec: Drawing fronythe*finest elements of every nation 
on the continens the Task Porce enjoysiadiversity unmatched by any other force. You 


United States Marine Corps: The original gung-ho military service, with all the 
technology provided by the USA. The USMC Restncee rocksteady troops and superior 


firepower. 


People’s Liberation Apmy; Often regarded asa sccotid-rate force, the Chinese PLA of 
the near future will have access,to not only unlimited manpower but also technology 
that can catch a western Commander off balancé if he Has too many preconceptions, 


Middle Eastern Alliance: Coveringja range of forces from government troops to 
militia desperately trying to hold-backothe tide of oppressors eager torsnatch their 
country’s resourcess This army does not always enjoy the latést in technology but it 
gains weaponry from a wide vaticty of sources and has no shortage of volunteers. 


January 2007 

EFTF British Army Infantry Section $29.95 March 2007 

EFTF British Army Challenger Il $24.95 

USMC Infantry Squad $29.95 USMC Force, Recon Team $29.95 

USMC M1A2 Abrams MBT $24.95 EFTF British Army SAS Section $29.95 

PLA Infantry Squad $29.95 MEA.2S6 Tunguska AAA. $24.95 

PLA Type 99 MBT $24.95 PLA Command Squad and NORINCO FAV $29.95 


MEA Infantry Squad $29.95 


Rebmmary 2007 April 2007 


MEA Technicals $29.95 USMC Super Cobra $39.95 

USMC Shadow RST-V $24.95 EFTF British Army Future Lynx $39.95 

ERDF British Army Command Section and Warrior $29.95 MEA Zulfi gar MBT $24.95 

‘MEA Fedayeen Squad $29.95 PLA EQ2050 Air Defence System $29.95 \SRre KE) 
PLA WZ-551 IFV $24.95 MONGOOSE PUBLISHING 


www.mongoosepublishing.com 


Find out more at www.mongoosepublishing.com 


We (Mark, Clay and Brian) had originally intended to play an 
Infinity battle report using three separate, but equal in point 
value, sides and slugging it out until there was just one army 
left that could claim victory over the field of battle. In prepar- 
ing for the battle we all painted (or had painted in the case of 
Brian who sent his figures off to Blue Table Painting at 
www.bluetablepainting.com) lots of figures and put together 
army lists that pretty much contained all of our figures. I 
(Mark) also furiously built as much cardstock terrain (most of it 
coming from World Works Games_ at 
www.worldworksgames.com and a bit from Microtactix at 
www.microtactix.com) as I could. As we closed in on the date 
to play our battle royal Clay had some conversation with the 
guys at Corvus Belli and told them of our plan. It was then that 
we really discovered that Infinity is really designed to be a 2- 
player game and the system is not built to handle more than that 
many players (at least not with full armies, a lone 3rd party 
trooper running around might be workable) and there’s no rea- 
son for us to show, in a battle report, what the game isn’t de- 
signed to be. So, with that, we decided to go back to a regular 
2-player slugfest pitting Brian’s Yu Jing army against Clay’s 
PanOceania boys and girls. That left me (Mark) with nothing 
to do in terms of playing this battle report except to build some 
more terrain and then sit back and watch as the bullets fly and 
the blood flows. 


Brian’s Pre-Game Thoughts or... 
To Infinity and Beyond! 


Here I am, again, faithful reader, with another installment of 
Brian Plays a Battle Report. Your esteemed editor has asked/ 
pleaded/cajoled/threatened/bribed me into playing my very first 
game of Corvus Belli’s Jnfinity game as a battle report. I’ll be 
playing against Clay whom I have not gamed against in many 
moons (years!). I will field the forces of Yu Jing against Clay’s 
PanOceania heathens. Mark, the esteemed editor (man, is Brian 
some kind of suck up or what? Mark) mentioned earlier, was 
nice enough to get me an assortment of Yu Jing models for re- 
view. I purchased a few others on my own. Here’s where is- 
sues set in. I had too much to paint and too little time to do it. I 
had these models to get done along with a lot of Burmese infan- 
try and cavalry that a friend needed for a convention game. So, 
I outsourced the Infinity figures to Blue Table Painting. I had 
heard many good things about this company. I was not disap- 
pointed. The quality is great. Hopefully, the pictures will do 
them justice. The price for what I received was quite reason- 
able and I had the models back just 17 days after I shipped them 
off. 


Well, we decided to play the game with 500 points of troops per 
side. That means I have very little trouble in making up my 


army list. I will field all of my models except for one regular 
Zhanshi. That gives me exactly 500 points. I will divide them 
into two combat groups of eight models each. One unit will be 
all human (Zhanshi’s, Tiger Soldiers, Monk, Ninja, and the 
Ghost Wolf) and the other will have a bit of meat, but will 
mostly be made up of the robots (2 Invincibles, Hacker, 3 
Drones, Ko Dali and the Guiia). I will count heavily on my 
heavy weapons (yes, which was a bad attempt at a pun). Over- 
all, my models seem to be slightly less shooty than Clay’s. But, 
my guys and gals have a slight advantage when things get up 
close and personal. The problem with using my strength is that 
I have to get through the forte of my opposition first. I am go- 
ing into this game against an experienced player, so I am going 
to take this as an educational experience for myself and for you, 
oh esteemed reader. I just hope I don’t embarrass myself. 


Combat Group 1 
Zhanshi w/ Combi Rifle, Pistol, Knife x 2 


Zhanshi w/ HMG, Pistol, Knife 

Zhanshi w/ Hacking Device, Combi Rifle, Pistol, Knife 
Guijia w/ MULTI HMG, Heavy GL, AP CC Weapon 
Yaokong (Guardian) w/ Combi Rifle, Electric Pulse 
Yaokong (Escort) w/ HMG, Antipers. Mines, Electric Pulse 
Yaokong (Escort) w/ HMG, E/M Light GL, Electric Pulse 


Combat Group 2 

Tiger Soldier (Zt) w/ Combi Rifle + Light Flame-thrower, 
Pistol, Knife 

Tiger Soldier w/ Boarding Shotgun, Pistol, Knife 

Invincible w/ MULTI Rifle, Pistol, CC Weapon 

Invincible w/ MULTI Rifle, Pistol, CC Weapon 

Ninja w/ Combi Rifle, Pistol, AP CC Weapon 

Guilang w/ Combi Rifle, Antipersonnel Mines, Pistol, Knife 

Monk w/ Combi Rifle, Smoke Grenades, Pistol, 
AP CC Weapon 

Ko Dali w/ Combi Rifle + Light Flame-thrower, Pistol, 
Shock CC Weapon 


Clay’s Pre-Game Thoughts... 


I’ve been looking forward to this game for a while since it will 
be the largest Infinity game I’ve played to date, and those who 
know me, know that in my book, the bigger the game the better. 
Large games are good in that they allow your army to really 
have a variety of troop types, and his was good for me since I 
still have several troop types in this game that I have yet to test 
out on the battlefield. When building up my army list, I started 
with my new units, so that I could test them out (the Dronbots, 
the Hospitaller, the Akalis, and the Bagh-Mari), and then filled 
in the holes in with my old stand-bys. The one exception was 
my mighty Armoured Cavalry, even though he is one of my 
“old stand-bys” I was not going into a big fight without him, so 
he was another mandatory unit for me. In the end, even with 
500 points, I couldn’t quite fill in all the units I wanted, but I 
came darn close. 


Since I have over ten models, I had to split my army into two 
combat groups. I split them into an “Assault” group, and a 


“Line” group. The purpose of the Assault group 
would be take the fight to the opposing force and 
hopefully knock them off balance. This of course is 
a job that does not come with a long life expec- 
tancy. The Line group would be the guys that 
would sustain the battle and with any luck drop the 
other shoe to secure the victory. For my Assault 
group I picked two Akalis, Sikh Commandos for 
their jump capability, a Bagh-Mari and a Croc Man 
for their infiltration and Camouflage, a Knights 
Hospitaller for his armor and enthusiasm, a Sierra 
Dronbot for its speed, and then a couple Fusiliers 
for support (one with a med kit). 


For the Line group, I put the rest of my Fusiliers as F< 
the base group, and then supported them with the Bega 

Croc Man Sniper, the Orc Troop, the Armoured 
Cavalry, and the Missile launching Clipper Dron- 
bot. This put eight models at 210 points in the As- 
sault group and left nine models at 290 points in the 
Line group, a split that I was pretty happy with. It|_ 
also left most of my hard hitting and long range 
weapons with the Line group, while much of my “get 
close and friendly” capability would be in my Assault 
group. The only thing left is to see how well this all 
works out. 


“Line” Combat Group 
3 Fusiliers with Combi Rifles 


1 Fusilier with a Heavy Machinegun 

1 Fusilier with a Combi-rifle 

1 ORC Troop with Heavy Machinegun 
1 Armoured Cavalry with MULTI HMG and Heavy GL 
1 Croc Man with MULTI Sniper Rifle 

1 Clipper Dronbot with a Guided Missile Launcher 


“Assault” Combat Group 

1 Knight Hospitaller with a Multi-Rifle 

2 Akalis, Sikh Commandos (1 combi-rifle, 1 HMG) 

1 Croc Man with Combi Rifle, Light Shotgun, and 
Antipersonnel Mines) 

1 Bagh-Mari with a Combi Rifle and Light Shotgun 

1 Sierra Dronbot with HMG and Antipersonnel 
Mines 

2 Fusiliers (1 combi-rifle, 1 combi-rifle & med-kit) 


Pre-Game 


Before we got started with the killing we got the 
terrain set up. Pictures of the table, before the 
streets were covered in blood, can be seen to the 
right. We used pieces from all three World Works 
Games sets that are reviewed later in this issue and 
a few bits from the Microtactix line of cardstock | A 
buildings. f 


®akaway 
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Brain won all of the rolls before the game started 
and was allowed to pick which side he wanted to set 
up on and also got to go first each turn. 


The first few pictures on the next page detail the 
deployment of troops. 
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The following report of the game between Clay (PanOceania) 
and Brain (Yu Jing) will be formatted to show the orders taken 
as follows: “G1—2” will detail the second order by group one 
of whichever army the model belongs to. 


Turn 1 
Player 1 — Brian 
G2-1 Ninja 
Declared a Move/Shoot action against the Bagh-Mari. 
To counter, Clay declared a shooting ARO against the 
Ninja. Brian unloaded with three shots to Clay’s sin- 
gle bullet. 


Bean [econ 
peer 


Even though both shooters rolled equal to or less than 
their required ‘to hit’ number Brian scores a single hit 
and Clay does not because Brian’s roll was higher than 
Clay’s. Had Clay rolled higher than Brian, but still 
succeeded, then he would have hit instead. The Bagh- 
Mari makes his ARMor save and we move on. 


G2-2 Ninja 
Brian decides to shoot again at the Bagh-Mari instead 
of engaging him in hand-to-hand combat. Again, Clay 
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responds with a shooting ARO (I’ve adopted calling 
the ARO’s “arrows” and think that I'll stick with that. 
Mark) 


Le a 
a 


Here we see just what I was describing above. Both 
succeeded in rolling equal to or less than their required 
‘to hit’ roll but Clay beat Brian’s roll in addition to 
being successful and strikes the lone hit. Now the AR- 
Mor roll is Brian’s to make and he fails it. Clay takes 
first blood in the game as the Ninja crumples to the 
ground. Technically, the Ninja is unconscious and not 
quite dead yet, but he could be finished off easily. He 
counts for casualty points right now but could be 
healed if a paramedic from Brian’s army can get to 
him and apply first aid. 


Gl-1 Guijia 

The monster Guijia comes out to play now and per- 
forms a Move/Move action to take a shooting position 
behind an abandoned red van in the parking lot. Heck, 
if I saw these two armies closing in on each other I’d 
just leave my vehicle there too! There is ARO re- 


sponse from Clay because it was 
just simply forgotten. Having 
the ability to respond to not only 
the shooting that your opponent 
is doing, but also their move- 
ment is a key element and dif- 
ference in Infinity. It’s different 
enough from other games, even 
ones that allow some kind of 
reaction during your opponent’s 
turn, that it takes some getting 
used to and isn’t really ‘second- 
nature’ to any of us yet. 


Gl-2 Guijia 
Guijia unloads on the Dronbot 
with its Multi HMG and spits | 
out four shots. The Dronbot 
responds with one ARO shot but 
is still hit with three. Clay man- 
ages to pull off two successful 
saves, but the little robots have 
just a single wound and it turns 
into a messy bunch of gears, 
electronics and hydraulic fluid. 
Clay’s Fusilier that was 
standing by the Dronbot used 
an ARO to seek cover 
around the corner of the ru- 
ined building where they 
were deployed. 


G1-3 Guijia 

Guijia now opens up on the 
Fusilier that’s standing by 
the wreckage of the Dronbot. = 
Clay uses his ARO to dodge 
the incoming fire. When 
dodging you use your PH 
attribute in the face-to-face 
roll against your opponent’s 
BS attribute. You might not 
get lucky and cause a wound 
to your enemy, but you also 
won’t have to deal with 
whatever cover they might Raa Z 
be benefiting from or any RN yé 
negative modifiers for range. 
If you’re getting shot at a lot je 
and you’re far away from} 
your target with a low™= 
chance to actually hit them 7 
then dodging is usually go- 
ing to be the way to go. 


Le ae 
ere 


While successful in rolling under his PH attribute Clay 
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did not beat the successful scores that 
Brian rolled against his BS attribute. 
Both of Brain’s successful rolls score 
hits on the Fusilier and he ends up quite 
dead after blowing both of his ARMor 
saves. 


Gl-4 Giuja 

Guijia now decided to open up on Clay’s 
ORC (his Lieutenant by the way) but 
doesn’t have to move to do so. Clay 
could have taken ARO shots from the 
ORC while Guijia was taking apart the 
Ww Dronbot and Fusilier, but unfortunately 
> he did not check to see that the ORC had 
\\ line-of-fire to Brian’s behemoth. Clay 
decided to shoot back instead of dodging 
because he ended up needing the same 
‘to hit’ roll as Brian and figured that it 
was worth taking the change to cause a 
bit of damage on Guijia. The rolls 
played out to tag the ORC once, but Clay 
made his ARMor save and the trooper 
breathed a sigh of relief and flipped off 
the robot in defiance. 


G1 —5 Guijia 
Again Brian tried to bring down the ORC but 
this time everyone missed on all of their rolls. 


G1 — 6 Guijia 

Another action is given to Guijia and this time 
the ORC trooper was struck twice and blew 
both of his ARMor saves and fell as a casualty. 


G2 — 3 Invincible 

Brian’s ‘female’ Invincible does a Move/Move 
action to get closer to Clay’s troops. Nobody 
on the opposing side can draw a line-of-fire to 
her so she just runs up unmolested. 


G2 — 4 Invincible 
She does the same thing again and gets a bit 
closer to Clay’s troops. 


G2 —5 Shaolin Monk 

In a similar fashion to the Invincible, the 
Shaolin Warrior Monk heads upfield, but to- 
wards Clay’s Bagh-Mari that just moments ago 
took down the Ninja. His first order is a Move/ 
Move action and he is not seen by any of Clay’s 
troops so there are no ARO’s to worry about. 


G2-6 Shaolin Monk 

Now he’s closing in to put a hurting on the Bagh-Mari 
and does two more Move/Move actions. Clay has to 
use his ARO to open up on the Shaolin Monk while 
he’s still in cover and misses with his shot. 


G2-—7 Shaolin Monk 
We now have the two in hand-to-hand combat and 
Brian has a decision to make before we start rolling 


dice. Since the Shaolin Monk has Level 3 Martial Arts 


he does not need to make a face-to-face roll against the 
Bagh-Mari when fighting in hand-to-hand combat. He 
can choose to go first and then if the Bagh-Mari is 
alive he can strike back. The benefit to this is that the 
chance for failure in striking is only impacted by 
Brian’s die roll (he only needs a 19 or less to hit) in- 
stead of possibly being thrown off by Clay’s die roll. 
So, the initial strike is 95% guaranteed to happen, but 
if he doesn’t kill the Bagh-Mari then Clay has a 70% 
chance of being able to land a blow. Of course, Brian 
could also choose to just take the face-to-face roll and 
let the chips fall where they may. He opts to strike 
first and, as expected, his aim is true and he slashes the 
Bagh-Mari. Unfortunately for Brian, Clay make the 
ARMor roll and now gets to hit back. He also hits 
home and now Brian has to make the ARMor save and 
fails. In this particular instance Brian would have 
fared better to take the face-to-face roll (just how the 
dice fell) but if you’re playing the averages he did the 
right thing. Of course, that probably doesn’t make him 
feel any better about it. 


Gl-7 Yaokong 

Brian’s Escort Yaokong is given and order and tries a 
Move/Move action which draws the attention of 
Clay’s Armored Cavalry unit. A snap-shot from the 
large robot misses the Yaokong but definitely an- 
nounces his presence. 


Gl-8 Yaokong 

Brian’s last action for turn | is to have the Yaokong 
unload four shots at the Armored Cavalry. Clay’s 
ARO is a shot back and he rolls a 20, whiff! Brian hits 
with three shots and has images of a burning wreckage 
(if Clay blows all three rolls) dancing in his head until 
Clay saves on all three ARMor rolls. 
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Turn 1 


Player 2 - Clay 


G1-1&2 

Clay’s first two orders are spent determining who the 
new Lieutenant will be. We actually made a mistake 
at this point of the game and it’s one that you should 
be aware of. If your Lieutenant dies during your own 
turn then you simply need to spend 2 orders to nomi- 
nate a new figure to be the Lieutenant. If your Lieu- 
tenant dies during your opponent’s turn, as Clay’s did 
(his ORC Trooper was his initial Lieutenant) then you 
only get two orders for the next turn AND you have to 
use them to nominate the new guy in charge of your 
forces. We neglected to this and other than spending 
two actions to nominate his new Lieutenant Clay 
started with all of the orders that he would, one per 
model alive and on the table. Please accept your nar- 
rator’s humble apologies for this error. 


Gl-3 Armored Cav 

Clay’s big boy came out with guns a blazin’ and set 
his sights on the pesky Yaokong that shot at him at the 
end of Brian’s first turn. A hail of bullets (three hits) 
tore the small robot apart. 


G1l-—4 Armored Cav 

In a similar fashion to Brian sinking several orders into 
Guijia Clay seemed to be doing the same thing with 
his large robot. This time it was a Move/Shoot order 
to put a hurting on another Yaokong. Again, three hits 
from the Armored Cav’s Multi HMG turned the Yaok- 
ong into something you’d find in a scrap yard. 


G1-—5 Armored Cav 

Not content with just destroying small robots the Ar- 
mored Cav next set his sights on a squishy Zhanshi 
that was carrying an HMG of his own. Four shots 
rang out from the Cav and one from the Zhanshi and 
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when the dust settled three had hit the Zhanshi and left 
a fine red mist where he was standing. 


G1-—6 Armored Cav 

Not wanting to end his killing spree there the Armored 
Cav took aim at another Zhanshi, who used his ARO 
to shoot back, but to no avail. He was hit twice and 
met a fate similar to his comrade that was just killed. 


Gl-7 Armored Cav 

The robot then performed a Move/Move action to 
come around the far side of the building it was stand- 
ing next to. None of Brian’s troops, well those left 
alive anyway, could trace a line-of-fire to it so he 
skirted around the building without attracting any en- 
emy fire. 


Gl-8 Armored Cav 

Yup, Clay used all of this group’s orders on the Ar- 
mored Cavalry model and performed a Move/Fire ac- 
tion that brought it around the corner of the building 
and had its gun bearing down on another Yaokong. 
After another exchange of fire, resulting in multiple 
hits on the small robot, the Yaokong lay in smoldering 
pieces. 


G2-1 Akalis 

One of Clay’s paratroopers made his entrance onto the 
battlefield and came down right behind two of Brain’s 
Zhanshi troopers. When dropping in troopers that 
have the Combat Jump special ability you have to 
make a PH roll (11- in this case) to land on target. If 
you blow this roll they deviate and could even land 
off-table. If that’s the case then you have to spend 
another order to bring them back on and then hope- 
fully have orders left for them to act with. This one 
landed spot on target and opened up on both Zhanshi 
troopers who could not use an ARO to shoot back be- 
cause their backs were turned to the model that just 


dropped in behind them and he was farther than 8” 
away, just barely though, from them. Both went down 
in a heap! 


G2-2 Akalis 

The same paratrooper then took a shot at a more dis- 
tant target, one of Brian’s Tiger Soldiers. More good 
rolling on Clay’s part, assisted by some bad rolling 
from Brian’s hand, saw the Tiger Soldier move on to 
meet his ancestors in the afterlife. 


G2-3 Akalis 

Clay then used the same model to perform a Move/ 
Move action and get him, hopefully, out of harm’s 
way. 


G2-4 Akalis 
Clay’s other paratrooper came screaming down from 
the sky, but this one deviated off-board. 


G2-5 Akalis 

As noted above, it takes an order just to get this guy 
back on the table, but depending on how much you 
deviated by (48” in this case) it can be a bargain to 
only have to spend a single order to get this guy back 
into the fight. 


G2-6 Akalis 

Clay’s last action for turn | is to fire at one of Brian’s 
Invincibles. We found out that he was invincible to 
one wounding hit, but not three. 


At the end of Brian’s first turn the casualty count was 50 points 
dead of Brian’s troops and 85 points dead of Clay’s troops. Not 
a bad beginning and had we handled the death of Clay’s Lieu- 
tenant properly it was a small advantage in casualty points that 
Brian could have exploited. Brian forgot to bring down his 
own paratroopers during the first turn and any orders that you 
can deny your enemy helps a lot. I doubt he’ll be forgetting 
this in future games. By the end of Clay’s turn the casualty 
count had escalated to a total of 268 points dead on Brian’s side 
of the table and still just 85 on Clay’s. 


Some thoughts from Clay at the conclusion of turn 1. 


Well, that was bloody. At first I thought I was just going to sit 
here and watch all my guys get pasted while Brian picked them 
off one by one. But I returned the favor with my Armoured 
Cavalry. It seems that much of the game (at least on that side 
of the table) just rotated around these two monsters. My Bagh- 
Mari got lucky and not only survived but counted up two kills 
to his credit even though he failed his PH test during deploy- 
ment and didn't get to deploy with his TO camouflage marker. 
Well, where skill fails luck is always a nice plus. Getting my Lt 
knocked out so early is no fun and something I will have to put 
more thought into next time during the deployment phase. Is it 
better to pick a cheap troop and then just keep him out of the 
battle and out of harms way? Dropping in my Paratroopers was 
a whole lot more successful than I imagined, and that's even 
with missing my mark and landing off the table with one of 
them. I didn't realize how lucky I was that Brian forgot his un- 
til after I used mine. Those guys can really clean house, and I 
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think you initial deployment will have to account for the possi- 
bility of them dropping in on you. 


Turn 2 
Player 1 — Brian 
G2-1&2 
Brian’s Lieutenant bit the dust during Clay’s turn and 
we, once again but this rule is really engrained in our 
brains now, just spent two orders to nominate a new 
Lieutenant. 


“s ie 


G2-3 Tiger Soldier 

Brining down his own paratroopers, Brian had a Tiger 
Soldier successfully drop down by a group of Clay’s 
troops, took aim at the closest one, and dropped him 
like a heavy load. 


ee. 


/ bald Oe 


Wy / 4 4, MhOracle Dragon 


AT 24 INCHES TALL, 
VISZERALYN Is 
D4 LITERALLY THE 
f\ | EQUIVALENT OF 
"2 PUTTING A 10-STORY 
BUILDING ON YOUR 
GAME TABLE. 


LIMITED TO 500 
ORDER NOW! 
FOR MORE INFORMATION 


GO TO: 
WWW.ITSCOLOSSAL.COM 


JJJAGNIFICENT EGos 


WWW.MAGNIFICENTEGOS.COM 


MAGNIFICENT EGOS AND THE MAGNIFICENT EGOS LOGO ARE TRADEMARKS OWNED BY MAGNIFICENT EGOS. 


G2-4 

Ko Dali Another paratrooper, Ko Dali, came down 
from the heavens next (with a successful drop) and she 
wanted to open up on some of Clay’s Fusiliers but 
they reacted to her coming down and shot her dead 
like it was the beginning of duck season. 


G2-—5 Tiger Soldier 

The Tiger Soldier that came down before Ko Dali took 
shots at the Fusiliers that took such joy in plucking her 
out of the sky and managed to kill the one carrying the 
HMG. 


Gl-1 Guia 

The big robot did a Move/Fire action to get line-of-fire 
on one of Clay’s Sierra Dronbots and blazed away at 
it. Having the Total Reaction and 360 Vision special 
abilities Clay’s small robot was able to fire back with 
the full burst from his HMG. Each robot tossed out 
four shots. 


Le a 
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The single shot that hit the Dronbot was not enough to 
take it out as its armor held strong. 


Even though Brian had caused another 29 points of casualties 
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on Clay’s side of the board he also took another 40 himself and 
that put him over the 60% casualties that’s needed to force his 
remaining troopers from the board. Losing 60% of your troops 
results in the rest of your army gaining the /mpetuous ability 
and forcing them to use it to run towards a friendly table edge, 
but it essentially ends the game for them. 


Clay’s Post-Game thoughts. 


That game was way too short. I think it's the first table top war 
game I have ever played where I won after only getting one 
turn. Of course the mechanics of the game allow me to score 
kills with my AROs almost as well as during my own turn, so 
the line between turns is not quite as black and white. Think 
about what we did wrong, I think deploying guys all over the 
place is a recipe for getting them picked off one by one, which 
is what happened on both sides, I just did it more. I think the 
way to beat that (and the paratrooper problem) is to have a tight 
deployment with lots of weapons pointed at the threat and some 
covered the unthreatened approaches. The big TAGs might 
think twice about stepping out and picking off a trooper if it had 
to face a whole barrage of ARO's rather than just one. Also, 
with paratroopers, you always have to watch the areas they can 
drop into, because getting them behind you is a killer. seriously. 


Brain’s Post-Game thoughts. 


Well, that game went fairly badly. With the way I was not 
making armor rolls you’d think my guys were not issued body 
armor for this outing. Also, Clay was red hot with his dice. 
But, I cannot blame all of my loss on luck. In my senility I 
emg forgot to keep back one model for 
deployment after all other forces 
Ea were out. I also neglected to deploy 
= — | my troops with Combat Jump on the 

. | first turn. I need to remind myself 
that this was my first experience 
with Infinity and I should take this as 


a learning opportunity. So, what did 
I learn? 


1. One should not make a model 
with Combat Jump a lieutenant. 
He has to be deployed on the 
table. 


2. Take as many heavy weapons as 
possible. I should have armed 
one of the Tiger Soldiers with a 
HMG and the other a Combi 
Rifle instead of a Combi Rifle 
and Boarding Shotgun. 


3. Deploy so that you have models 
looking in all directions so your 
opponent’s troops with Combat 
Jump can’t land without taking 
some ARO fire. 


4. Learn how to make use of close 
combat. At the moment, to me, 
this part of the game seems 


much less lethal than the ranged aspect. Guns have 


burst ratings. Swords don’t. 


5. Don’t forget that all friendly models that have line 
of fire to an enemy model, that is acting under orders, 
can react with an ARO. Clay and I both seem to only 
use one model to react. 


Observations: The ability to dump a lot of orders on one 
heavy-duty model is very powerful. Clay and I both spent sev- 
eral on our large robots and were able to kill several models in a 
single turn. The loss of a lieutenant is fairly devastating. Don’t 
let this happen to you. We played the replacement of a lost 
lieutenant incorrectly in the game. Trust me, it’s bad. There 
are a lot of skills to keep track of in Jnfinity. I bet that I forgot 
about some on my models that might have made a difference. 
The more I play the more familiar I'll get with these skills. TO 
Camouflage could be the most powerful ability in the game. 
Take as many models with this ability as you can. They will 
make your opponent’s hair fall out. I’m balder now than before 
we played the game. 


Did I enjoy myself? Yes. Will I play the game again? Yes. 
Will I do better next time? Who knows? I do know that my 
force will be constructed much better than this time. For the 
same number of points I would have few models, but they 
would be better armed. I would also deploy across a smaller 
area. I think that I was too spread out in this game to give ade- 
quate ARO coverage to neighboring models. Overall, I would 
say that Jnfinity is an interesting science fiction skirmish game. 
It is very different than any that I have played before. 


Mark’s Post-Game thoughts. 


Well, some days you’re the dog and some days you’re the fire 
hydrant. Today, Brian was the hydrant and Clay was a big 
mastiff that had to pee like there was no tomorrow. 


Being the observer and chronicler for this game gave me a 
chance to sit back and watch the action without the stress of 
trying to keep my own guys alive and deplete the population of 
my enemy. I think that it gave me the opportunity to not only 
question how portions of the game work, but to also think about 
how to best utilize my own army (Ariadna for now until I start 
building my Combined Army force, man I love the aliens and 
robots!). 


First, Infinity is a relatively new game and one that we have not 
played nearly as much as some others that we’ve had for years 
and years. As Brian pointed out, there are a lot of special abili- 
ties to learn and keep track of in the game and you really only 
do this by playing. That’s something we need to do more of. 
The mechanics of the game are fairly simple to remember once 
you learn them but there is a lot of other information to digest. 
I'd say that the most important things (outside of the basic turn 
structure and combat mechanics) to remember, maybe even put 
them down on the same paper where you write your army list, 
are as follows: 


1. The rules relating to the death of a Lieutenant. It’s bad 
when it happens on your turn and is down right ugly when 
it happens during your opponent’s turn. It’s not necessarily 
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a game killer (unless it happens mid-late in the game) but it 
allows your opponent to really press their advantage or to 
get back on even footing. 


2. When models live through getting shot they must make a 
guts roll or head for cover. We forgot to do this (Well, 
Brian didn’t forget as his troops couldn’t make an ARMor 
roll to save their lives, literally!) but the more we play it 
should become second nature as part of the ranged combat 
sequence. 


3. Deploy troops in a manner that allows small groups to 
cover each other’s backs. Had Brian deployed some of his 
Zhanshi back-to-back where they could see into each 
other’s blind spots then Clay’s drop troops probably would 
not have been as monstrously effective as they were. 


4. Consider smaller combat groups. When you have more 
than ten models in your army you must break up the groups 
into numbers less than ten. Today we saw two combat 
groups per army each with 8-9 models in them. Why not 4 
groups of 4-5 instead? Each group would have a smaller 
pool of orders to pull from but they might end up being 
more self sufficient when it comes to defending. Not sure, 
but I’ll have to try this next time I play. 


5. Don’t forget about all of the available actions, including 
Cautious Movement where you can move without trigger- 
ing an ARO, under certain conditions, and the use of com- 
bined actions where multiple figures can all use the same 
action(s) at the same time (each still using up one order) in 
an effort to reduce their exposure to ARO’s. 


I agree with Brian that we need to learn the most efficient way 
to use close combat in the game. It seems significantly under- 
whelming when compared to ranged combat, but since Infinity 
is much more of a shooty game and not just a dressed up fan- 
tasy game where troops run as close to each other as possible 
it’s entirely possible that it was designed to have close combat 
being significantly secondary to shooting. Of course, there are 
several units (models) in the game that could be categorized as 
close combat specialists (my Antipode Assault Pack for one) so 
they must be able to play a significant role, in close combat, 
even if relegated to secondary status. 


I had previously thought that having lots of ranged fire was the 
single most important aspect of the game. While it’s definitely 
not insignificant I now think that mobility is more important 
than firepower. Being able to effectively engage the enemy in 
any part of the battlefield is of paramount importance. 


Written by Mark Theurer, Brian Ahrens 
and Clay Richmond 
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Last month, we talked in depth 
about the Forsaken. This 
month, we are going to focus on 
their nemesis in GENESIS, the 
Dragyri. But, before we get to 
that, I want to stress one thing; 
no two armies play alike in 
Dark Age. Every army has it 
own composition and play style. 
So forget everything you 


learned about the Forsaken, 


because what you know about 
them will not apply to the 
Dragyri. 
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The Dragyri is a collective term. 


of what was once t 
races, the K’tarl Truel 
the Alteghrans. — 
way to describe a 
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stantly seeking out they 
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co sider to be the perfect duel. — 

‘The Alteghrans on the other 
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A briefing on the Dark Age gaming 
system by Dean E Woodard 
Art by Jason Chang 


small force of Alteghran slaves 
with them to make sure that only 
worthy opponents will get to 
fight the K'tarl. This is built into 
the rules: You must field at least 3 
Alteghrans for each K'tarl 
warrior. " Sa 
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ent coupled 


balanced as 
eliefs, it was 
hat so 
1 them 

e Water Caste to form 


) the Ice Caste. 


Trueborn 
es to break 


inter faction. Thus was 
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the slaves 


The Alteghran slaves, while cheap 
to field, serve an important 
purpose, because each of them 
will provide their master with 
valuable gang up bonuses, 
making their ee that much 
easier to hit by the time the K’tarl 


engages. ok 


~ There are 3 types of Alteghran 


slaves; Spearslaves being the most 
numerous, Slingslaves for short 
range attacks and Shardslaves 
who can infiltrate and lay some 
nasty crystal minefields to hinder 
their opponents’ advance. 


his incredible 


the TRUE BORN 


There are numerous choices 
when it comes to fielding K’tarl 
trueborns. At the top of the list is 
Luck’ kit’kaii, the Arbiter of Fate, 
the absolute biggest and baddest 

Trueborn of all. 


Named the 
Arbiter of Fate 
because of 


faculty for 
tactics, 
Luckkit-kaii : 
has led the Ice — 
Caste for nearly two 

decades. His lack of Focus 
abilities has not lessened his 
effectiveness as the leader of his 
caste, and he is as formidable a 
warrior as any that possesses the 
additional advantage of Focus 
skills. This master of combat is 
capable of hitting multiple 
targets simultaneously with his 
Great Axe, causing massive 
amounts of damage. 
Soul Warden is also a must in 
medium size games. Not only i is 
he equipped with pi a fc 
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Continuing with the Trueborn 
options, are Frostbite (whom you 
met in Harbinger Issue #24) and 
Blizzard. These two units can be 
summed up as Power and Fury 
respectively. Frostbite with their 
enormous double-headed axes 
follow their Arbiter closely in 
brute strength and sheer 
stopping power. Whereas the 
Blizzard exhibit near 
reckless fervour as they 


», launch themselves at their foe, 


twin hand-axes a flurry of ice- 
sharp death. Much of their 
combat strategy relies upon 
putting their adversaries on 
” the defensive without relent. 
The Blizzard are more lightly 
armored than many other 
Trueborn warrior classes, 
valuing speed over protection. 


Soul Searchers, Wail and Tempest 
make up the core of the Dragyri 
Ice Caste arsenal. 
With 
the * 
Soul 
Searchers being “ 
the most 
abundant. 
Double-headed 
naginata, 
crystal-encrusted 
whip or 
man-catcher, 
take your 
pick! 


While the Trueborn do prefer 
close combat, there are a couple 

of units that 
you can field 
that can 


capabilities, — 
and they are a 
force to be 
reckoned in ea 
their own right. 

‘The Soul Be i 
Splitter 
has one 
of the 
longest ranges 

in the game, their massive cross- 
bow is capable of shooting up to 
50cm away and the possibility to 
pierce through a target and hit 
' what is behind it. The Shadow 
Walkers’ throwing shield has a 
much shorter range, but their 
Shadowstep ability allows them 
y a close to their prey. 
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‘There are 18 different 
ia in the Dragyri 
® ie. Caste arsenal. You will have 
an abundance of choices when 
playing a small game. The combi- 
nations are endless. As you build 
your army, you will develop your 
own favorite units and tactics. 


» Next time; the Skarrd! 


Title: 10 Days in Europe 


Designer: Alan Moon & 

Aaron Weisblum 
Type: Board / Travel 
Manufacturer: Out of the Box 
MSRP: $19.99 


This relatively small (9" x 9" x 
1.5") boxed game contains a 4- 
page set of instructions, a map 
board, eight wooden card stands 
(four of each for days | through 5 
and days 6 through 10) and sixty- 
six tiles/cards. 10 Days in 
Europe's theme is that each player 
is trying to be the first to build a 
10-day journey through Europe by 
walking, flying or boating to various countries. The instructions 
are concise and easy to understand. The game will start off by 
mixing up all of the tiles/cards face-down (they are not the kind 
that you can shuffle so don't try it) and each player taking ten of 
them, one at a time per player, and assembling them on their 
wooden racks in any order they want. Once you place a card in 
your rack it cannot be moved to another position so your start- 
ing placement will have a lot to do with how easy or difficult it 
is to complete your journey. 


After each player has filled in his rack with his initial draw of 
cards play begins. Each turn you can draw a card from a com- 
mon face-down draw pile or from one of three face-up discard 
piles. You will then replace one of the cards in your rack with 
your newly drawn card and discard, face-up to any of the three 
face-up discard piles, the one you don't want any more. You 
could end up getting lucky and draw, and place, ten countries as 
part of your initial draw and win the game right off the bat but I 
really doubt it's a high enough chance too impact playability. 
For you to win the game you have to declare that you've fin- 
ished the 10-day journey and then turn your cards around and 
prove it to the other players. You travel from one country to the 
next either on foot (by countries being adjacent to each other so 
if I had Norway in Day-1 and Sweden in Day-2 that would con- 
stitute a good two-day start on my journey), by plane (by hav- 
ing the same color plane in the spot to the left of t he country 
that I want to go to so I can use a green plane to fly to Albania 
[green] but not to Austria [yellow]) or by boat (I can use a boat 
labeled Baltic Sea to reach a country that touches the Baltic 
Sea). Game play moves along pretty quickly unless someone 
gets a case of analysis paralysis but that can happen with any 
game. The box indicates that games should take 20-30 minutes 
and that's about right even for your first few games when you're 
still learning your way. 


The components are all of very good quality. The map is 
brightly colored and is easy on the eyes. The font used for each 
location is easy to read. The board itself is about 17.5" square 
and won't take up much room at all on your table. The cards 
show either a country (along with its capital, population and 
area) or a mode of transportation. The game supports between 2 
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and 4 players. 


7 10 Days in Europe is not a hardcore game that requires a large 
| investment of either play time or digestion or rules. The game is 


easy to learn and is a very good gateway game for people that 
might be more familiar with "traditional" boardgames like 


. Sorry or Yatzee, but is also something that would work great as 


a short filler game on a game night when you're waiting for the 
whole group to get there. It's also a game that you can play with 
your kids and set them upon the road of playing games for 
years to come. The price tag on the game is very reasonable and 
coupled with the nice components and playability for both 


4 %, young and old make it a real value in my book. 


Title: MixUp 
Designer: Maureen Hiron 
Type: Board / Tile 
Manufacturer: Out of the Box 
MSRP: $19.99 


MixUp is a game for 2 players 
that takes the familiar concept 
of a Connect 4 kind of game 
and adds a couple of extra ele- 
ments for game play. The box 
contains a small 4-page rule 
book, a plastic game board that 
doubles as a carrying case for 
the tiles and 54 games tiles. 
Each game tile bears one of 
three designs (crescent moon, 
teardrop or lightning bolt) in 
one of three colors (blue, green or red). The tiles are made of 
plastic and feel like they will hold up very well even with lots 
of use. 


Each player will be trying to connect four tiles either in a 2x2 
square or by a row of 4 straight tiles in any direction. One 
player will be trying to do this with just colors an the other will 
be trying to do it with just shapes, but to win you have to do it 
with all the same colors or all the same shapes. So, depending 
on how the turns evolve you might start out trying to win with 
green (if your playing "colors") and decide to switch to red 
halfway through the game because your opponent gives you an 
opening that you can exploit while they were trying to build a 
connection of teardrops. The game board is made of plastic and 
contains slots that you'll drop your tiles into as you try to build 
your block or line. 


The age range (8+) is low enough that it can serve as a very 
good starting game for your (or my) kids and is one that they 
can play together while the grownups are playing something 
else. I'd say that it may not have a lot of long-term appeal for 
your more hardcore gamers but it's one that you can easily play 
with your spouse who doesn't like your games with all of those 
strange rule and fiddly bits. 


Reviews by Mark Theurer 
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Your Move Games is pleased to announce the release of the Umenzi 
Tribesmen, the latest faction for Battleground: Fantasy Warfare. 
The Umenzi combine hordes of warriors with spellcasting priests to 
/provide you with new strategic challenges — whether as their 

/ chieftain or as their adversary. 


Battleground: Fantasy Warfare is a point-based table-top tactical 
wargame in which your units are represented by cards rather 
than expensive miniatures or models, 


Battleground is non- collectible. Each Starter Deck provides 


you with all the cards you need to play that faction. Add a 
Reinforcement Deck to expand your design horizons. To 
see more, and to download the rules for free, visit 


Title: Pepper 
Designer: Matt Mariani & 

Traci Spooner 
Type: Card 
Manufacturer: Out of the Box 
MSRP: $5.99 


Pepper is a fast moving easy to 
learn and easy to play card 
game from Out of the Box Pub- 
lishing Inc. On the packaging it 
says that the game is for ages 
eight and up, but I would 
broaden it some and say that 
anyone that can play the game of “Crazy Eight” can easily mas- 
ter this game (and my kids were well into playing card games 
of that level by age five). The rules are easily readable in just a 
few minutes and if you are anything like me, the rules are actu- 
ally so easy you might not understand what the point of the 
game is. It’s not until you play your first game that things will 
suddenly “click” into place. The game is for three to five play- 
ers, though I could easily see adding an extra player or two 
without any real trouble. A complete game from start to finish 
should only take five to ten minutes. 


The card deck consists of fifty-two cards, but that is where the 
similarities with a normal deck of playing cards ends. There 
are five suits (or colors) in the deck, and each suit has two cards 
of each of the numbers one through five. Two of the suits have 
an extra card being a six (I know, those of you who are ob- 
sessed with perfect symmetry will be losing sleep of this deck). 
Also, the deck comes in a fitted tin carrying box and a card 
sized folded set of rules. There is even an extra card that has an 
FAQ (Frequently Asked Questions) on both sides of it. I 
thought the rules were clear enough not to generate questions, 
but if you had any doubts, this should definitely clear up any of 
the finer points for you. 


As I mentioned in the beginning, the game is amazingly simple. 
What I didn’t quite get from reading the rules was how the 
strategy in the game might work (even reading the strategy tips 
didn’t do it for me). But about three seconds into my first game 
suddenly the lights came on. The idea is to get rid of all your 
cards, but you only get to play when someone else plays on 
you. I don’t what to spoil all the fun and tell you ALL the 
tules, but getting rid of cards only when played on means that if 
the players (assuming they are all trying to win) will most likely 
be playing on the person who has the most cards. This of 
course means that unless you can make a player pick up their 
cards, then sooner or later all players will be down to one card 
and the player whose turn it is has to be attentive enough to 
pick the right person to play on (in a situation where a player 
with one card plays on a player with only one card, then one of 
the two always win). Since each player only has five cards, at 
most only about half the deck is used so you can’t really count 
cards very easily, but you can play the odds and remember what 
a player has played so far and has picked up (if any). The deal 
breakers are the sixes. There are only two in the deck, and they 
can’t be beaten, and beat all the other cards (except each other 
of course). So having one of these gems in your hand can 
really increase your odds of winning (but by no means insures 
it). The game moves fast, and you will probably want to play 
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again after your first, and second games and then before you 
know it you have played half a dozen hands. 


This game is a good family game and I think it is especially 
good for younger kids and adults with younger kids you are 
growing tired of playing “Crazy Eights” again and again (I re- 
member those days well). It’s also a good game where sociali- 
zation is the prime goal as the game is not overly competitive 
and does not require three advanced degrees and ten years of 
experience to master it. 


Title: Coverup 
Designer: Rudell Design 
Type: Board / Counter 
Manufacturer: Out of the Box 
MSRP: $19.99 


This cool little board 
game is put out by Out 
of the Box Publishing 
Inc. and has really suc- 
ceeded in impressing 
me. The game is a new 
way to play “four in a 
row” and is played be- 
tween two players. This 
is another game where 
learning the rules hardly 
gives you the flavor, or 
the depth, of the game. 
The rules are exceed- 
ingly simple and can be read in less time than it takes you to 
read this review. Of course you may end up reading them more 
than once thinking that you missed something. The game itself 
is almost as quick as I think a very long game might last at most 
ten of fifteen minutes. I would recommend reading the rules 
once through, playing a practice game, and then if you feel it 
necessary, read them through again (though after your practice 
game you probably will no longer feel it necessary). The good 
part of the game comes as you learn the strategy, and I will tell 
you that after only a few games, I am already seeing that there 
are several different levels of strategy (no pun intended), and I 
don’t think I have scratched the surface yet. This is the most 
intriguing game of this sort that I have seen in some time. 


The board is a hard plastic molded board that has a five by five 
array of spaces. Each space is a round depression that consists 
of three concentric circles each at a different level. The playing 
pieces consist of three different sized disks (and two colors, one 
for each player). The size of the disk determines the level of 
the space that the disk will reside when played. The disks are 
also made out of hard polished plastic. For each player there 
are a total of three large disks, four medium disks, and five 
small disks. On the back side of the board, there is a nice com- 
partment where the disks can be stored, so the entire set is not 
only very high quality, but also very convenient for storage and 
travel. Obviously, the publisher did not skimp on this set as it 
looks very nice and is rugged enough to last for quite some 
time. 


There is more than one cool innovation in this “four in a row” 
variant. First, the larger disks (and only the larger disks) can be 


moved after they are played. The second is that since there are 
three levels in each space, unless the top level is taken, you can 
cover up pieces with more pieces, and oh yeah, only the piece 
that is showing counts. This means that by moving a large disk, 
a disk under it (and it may be of either color) is revealed and 
suddenly back in the game. This could of course lead to some 
interesting strategies and situations. As I said before, the more 
you play this game, the more possible strategies will come to 
mind. 


I found this game to be very intriguing. It was not only fun, but 
every time I played I found something new to add to my bag of 
tricks. Since this game has no “luck” involved, serious strategy 
loving players will find this game very enjoyable with a large 
array of possible playing styles. This is the kind of game that I 
could see anything from competitions being built around to 
playing in the car while on a road trip. If you like Pente, Chess, 
or other pure strategy type games, you will really enjoy 
Coverup. 


Title: aBRIDGEd 
Designer: Mauree Hiron 
Type: Card 
Manufacturer: Out of the Box 
MSRP: $14.99 


This game is definitely a came 
tailor made for people like me. 
This is a four player card game 
that takes the complicate game 
of Bridge, and makes it into a 
game that is a great stepping 
for those who might one day 
like to learn Bridge, but also a 
game that is a very competitive 
and fun strategic card game. For card players that like games 
like Spades, Pinochle, Euchre and other trick taking, trump 
playing games. The mechanics of Bridge are kept intact, but 
the complex bidding phase of Bridge is nearly completely re- 
moved (or at least brought down to something close to the level 
of Spades). Die hard Bridge players, I image, might have a 
problem with this and thus poo poo the game. For those of us 
though that have yet to get very deep into the full up game of 
Bridge, this game is an excellent stepping stone. 


The box contains two decks of cards that are essentially made 
up very similar to decks of regular playing cards. The decks 
have four suits (represented by colors in this game), but rather 
than A through King, they are simply numbered two through 
fourteen. You actually only use one deck to play, but in the 
tradition of Bridge, the second deck is being prepped while the 
dealer is dealing the first deck. Also included in the box are 
four score pads, four quick reference cards, four pencils, and of 
course the rules. All fit very compactly into the box so there is 
hardly any extra room in the box, something that is very helpful 
for those of us that are always trying to fit just one more game 
into that overstuffed closet. Something you don’t see everyday 
are the quick reference cards that come with the game. On one 
side of the card, you have the high points of the rules laid out in 
four easy steps. The other side gives the tables on scoring (this 
is kind of important, because the scoring system is NOT some- 
thing easily remembered, so a table is VERY nice). 
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The Game 


If you know only enough about Bridge to recognize it, seeing a 
group playing this you could possibly mistake them for playing 
Bridge (except for the colorful playing cards of course). All 
fifty-two cards are dealt out so there will be thirteen tricks up 
for grabs. Like Bridge, trump (or playing with no trump) will 
be determined by the player winning the bid. The big part of 
the game (in my mind) is the bidding rules. I’ve only played 
Bridge a handful of times in my life, but the drawback to me, 
being a new player trying to complete with a bunch of old pros, 
was always the in-depth knowledge into the bidding techniques 
you needed in order to be competitive. Well, I think the game 
of Abridged fixes that without losing some of the techniques 
that make Bridge what it is. In the first round of bidding the 
players simply say “Pass” or “Play” (Play meaning that your 
team can take at least ten tricks). If there are no takers in the 
first round, then there is a second round the players give their 
hand strength (done is a way bridge players will recognize) and 
team with the strongest hands get the bid. One player is the 
“dummy” (another Bridge innovation) and the other player de- 
clares how many tricks they can take and then play starts. The 
play is the same as with most other trick-taking games with the 
highest card (or highest trump) wining. The object is of course 
to take as many tricks as you can. 


Conclusion 


This is a good game for serious card players that falls in- 
between Spades and Bridge as far as the level of difficulty. I 
think that folks that don’t like Bridge because of the bidding 
might find that this game is a great compromise while keeping 
the flavor of Bridge. Players who enjoy Bridge I believe could 
still enjoy this game though there is at least a decent chance that 
they won’t enjoy it since they may well think this a just a wa- 
tered down version of their “real” game. Either way, I think it’s 
a good game in its own right as well as a good stepping stool 
for those who would like to get into Bridge someday. 


Reviews by Clay Richmond 


Title: Viktory II 

Designer: Peter Morrison 

Type: Board / Hex / Conquest 

Manufacturer: Morrison Games 

MSRP: $59.95 (6-player version / $39.95 for a 2-4 


player version of the game) 
Viktory II is a boardgame that uses many miniatures and a hex- 
based map that changes with every game you play to fight bat- 
tles using 19th Century units like cannons, cavalry and frigates. 


Upon opening the box to Viktory II you'll find 24 ziplock bag- 
gies that have buildings and military units pre-sorted and ready 
for you to use in your first game. There is a 25th baggie that 
contains all of the tiles that will be used to greate the game 
board and eight six-sided dice. Six player aid sheets and a 12- 
page rulebook round out the contents of the box. 


I was very pleased with the plastic miniatures. They are of 
really nice quality and could have easily been found in some 
big manufacturer's product instead of one by what appears to be 


December 2006 sees the 
return of our voluptuous 
axe-wielding Libby 
this time in a role as a 
proud Barbarian Queen. 


Seated upon her Sabre-tooth 
Tigress she surveys 
the body-strewn battlefield. 
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Due to casting limitations, this piece 
will be produced with resin base 
& Tigress but with white-metal figure. 


Expected release 11.12.06 


Price still to be finalised 


www.hasslefreeminiatures.co.uk 


aos Christmas and birthdays are a 
7 tassletree hard time for your loved ones 
Visit aikincs as some of them can struggle 
trying to understand the hobby. 
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Se a our gift vouchers ? 


Nice people, SS Dy Available in denominations 


cool toys, 
great service 


of £1, £2, £5, £10, & £20 
from 4th December 2006 


Games 
= 


A Fast-Paced Game of Strategy and Conquest 


a very small compny. On top of that, the fact they have all been 
seperated from the casting sprue and sorted for you is a huge 
plus in my book just from a standpoint of being able to get right 
into the game without having to do hours of labor just to get to 
play. 


The hexes that make up the game board are sturdy enough for 
many plays and while they are not as thick or as large as the 
tiles in Twilight Imperium 3, they are colorful and well done. 
The size of the board depends on the number of players in the 
game and a 2-player board ends up being less than 18" x 18" 
and can fit on pretty much any table. I could even play a 2- 
player game on one of the end tables in my living room. 


I was least impressed with the player aid sheets though. They 
are in black & white on thin cardstock and while they are per- 
fectly functional they would have been better if they had been 
done in color and on the same thick cardstock as the map tiles. 
If the publisher had to choose a place to cut back a bit then they 
made the right choice because the miniatures and map tiles are 
really nice and the player aid sheets are really the least impor- 
tant of the three. 


The rulebook was easy to follow and you can get to playing 
pretty quickly. At the start of each game you'll create the map 
first. This consists of building the perimeter pieces that will 
hold all of the other tiles in place. The rest of the tiles are then 
mixed up and put into place on the map upside-down. Each 
player will uncover their three adjacent starting tiles and will 
have to explore the rest of the map to reveal what's there. I was 
a bit concerned about the hexes being too tightly packed to- 
gether and that flipping them over would be problematic, but it 
was not because there's s bit of space between each tile and the 
whole board ends up having a bit of flexibility to it while still 
remaining contained within the outer tiles. You'll have a capital 
and one infantry unit by the end of the first turn and then get to 
exploring and putting the boots, or eventually cannons, to the 
other players. 


From turn two on each player will follow a sequence of play 
that has you building new towns or upgrading an existing one to 
a city and then moving and fighting with your military units and 
then finally bringing reserves onto the board. 


29 


Units, the number and type, are tied directly to how many 
towns and cities that you have and what kind of hex (planis, 
grasslands, mountains, or forests) where they are built. For 
example, each town (regardless of its location) will give you 
one infantry while a City on a mountain will get you an infantry 
and a cannon. How you use your military units is certainly 
important but deciding on where to build your cities is also vital 
because that will dictate the units that you get to use. Move- 
ment is very straightforward with the expenditure of movement 
points to move across terrain, some of which slow your pro- 
gress. Combat favors groups of varried units (infantry, cavalry, 
and artillery) because this will get you more dice to throw dur- 
ing the engagement. As an example, if player A has moved 
into a hex containing troops from player B's army a battle will 
ensue. If player A had 2 infantry, 1 cavalry and | cannon he 
would attack with 4 dice (1 for the infantry, 2 more for the cav- 
alry and | more for the artiller, he'll also get a pre-battle artil- 
lery barrage). Let's say that player B has 6 infantry in the hex 
and 2 cannons. He gets just two dice to defend with. Player B 
might have some staying power and be able to soak up more 
casualties than player A, but since player A is throwing more 
dice out there, at least until his units start being depleted, he'll 
have a better chance of success. There are modifiers to combat 
like cavlary only getting one defensive die contrasted with two 
attacking dice, terrain bonuses, and naval support but nothing to 
make it the process cumbersome. Your dead troops are tossed 
back into your reserve and you'll be able to deploy them in a 
city on your next turn unless enemy units are camped out in the 
hex adjacent to where you want to deploy the units. In that case 
they just sit in your deployment box waiting to join the fight but 
since there's an enemy right outside the city it's likely to fall and 
thereby reducing the number and type of units that you get. 
Losing units in battles is not what directly leads to you losing 
the game because they can be recycled on your next turn and as 
long as your cities are intact you'll have the same units available 
as last turn. Losing units leads to the enemy moving into your 
territory and that leads to losing cities and losing cities leads to 
a depletion of units which means that you can attack and defend 
less and then you lose more cities and you see where I'm going 
with this. You need to expand your empire, build new cities, 
which gets you more military units, so you can continue to ex- 
pand and continue that cycle. 


If you're a fan of military conquest games like Risk and Axis & 
Allies then I think you'll like Viktory II very much. The ran- 
dom map setup for each game and the fog of war add a lot of 
re-playability. That along with a reasonable playing time defi- 
nitely gives you a lot of things to like. 


Review by Mark Theurer 

Title: Battlestations 

Designer: Jeff & Jason Siadek 

Type: Board / Tile / Sci-Fi / RPG 


Gorilla Games 
$59.95 


Manufacturer: 
MSRP: 


Battlestations is a cooperative multi-player game where one 
player, the referee, sets up a scenario for the other players to 
play through. If it sounds a lot like a role-playing game to you 
it did to me to when I picked it up. I saw the game when I was 


at GenCon SoCal in 2005 but was otherwise occupied and did- 
n't really pay too much attention to it. After playing some other 
cooperative games like Betrayal at House on the Hill and Ark- 
ham Horror I found this one and decided to pick it up. Battles- 
tations is set in a sci-fi universe where spaceships and alien 
races do all the things that you'd expect them to, which is fly 
around and shoot the crud out of each other while embarking on 
missions of vital galactic importance or just simple greed. 


The box itself is very colorful and contains everything you need 
to play. Inside you'll find a rulebook, some dice and glass 
beads, sheets and sheets of thick cardboard, and many small 
thin sheets of cardboard. The thick sheets come in one of three 
varieties. The first has a blank hex space map on one side and a 
tules reference sheet on the other. The second also has the 
blank hex space map on one side but has a spaceship control 
matrix on the other. The last are bunches of double sided 3.5" x 
3.5" squares that need to be punched out. These will form the 
footprint of spaceships. Each square contains a 5x5 grid of 
smaller squares, each either blank or taken up by a piece of 
machinery like ship controls, scientific equipment, guns, etc... 
You also get lots of hex and square counters. The thinner card- 
board sheets need o be cut out by you and then folded into card- 
stock miniatures of players, enemies and robots. I really like 
the rule review sheets. They will cut down on some rulebook 
flipping during the game. The ship footprint cards are nice but 
I do wish that they were 5" square instead of 3.5" and that they 
had 1" smaller squares inside instead of squares of approxi- 
mately 7/10th of an inch. That way I (or anyone else playing) 
could make use of regular 28-35mm sci-fi miniatures instead 
of, or in addition to, the cardstock ones that come with the 
game. The cardstock miniatures that come with the game take 
a lot of scoring, cutting and folding to get them all put together 
but in all fairness you don't need all of them right from the start 
and can just cut out the new ones you need when you start a 
new mission. 


The rulebook is a perfect-bound softcover 
112-page book that is divided into four sec- 
tion (Heroes, Starships, Adventure and fi- 
nally Missions). The interior is all black & 
white while the covers are color. The art- 
work has a cartooney kind of style that re- 
minds me a bit of some old Saturday morn- 
ing cartoons when I was a kid. Things start 
off with a detailed Table-of-Contents and 
get you right into creating a character to 
play with. There are six races, or species to 
choose from: Human, Canosian (an electric- 
ity based race that looks like a giant tumble- 
weed), Silicoid (a big mound of clay and 
rock), Tentac (a big mass of tentacles), 
Xeloxian (a floating six-limbed creature that 
resembles a jack that little girls play with) 
and Zoallan (giant tri-pedal cockroaches) 
each with their own special abilities. The 
alien races are definitely far-out sci-fi crea- 
tures, but I would have liked a few more to 
choose from. Maybe I'm just xenophobic :) 
Character creation is not hard and there are 
a lot of special abilities to choose from, al- 
though you'll start the game with just one. These are things like 
Healer (increases your chance to heal others) and sturdy (gives 
you additional hit points). You'll also have a role in the game. 
Will you be a scientist, Engineer, Pilot or Marine? Each one 
can do things that the others cannot and a crew with a wide 
variety of skills will help your party be ready for whatever gets 
thrown at it. Resolving actions is resolved easily with a 2d6 
(plus any modifiers) versus a target success number for what 
you are trying to accomplish. As you complete missions and 
get more money and prestige your character can get better 
equipment and more skills. Also, your hero can't really die, not 
permenantly anyway. If you are killed a clone of yours will 
take over after the current mission has ended. If makes the 
death of a character a lot less debilitating to the whole group 
and while it will cost you the experience of the currnent mission 
it shouldn't leave you too far behind the other characters, as far 
as experience goes, for long. If you're at all familiar with role- 
playing games then this section will be very easy for you to 


grasp. 


In addition to your heroes that will go trapsing around the uni- 
verse the spaceships that they go off into the great unknown in 
are a huge part of the game. The second part of the book details 
spaceship construction, combat, movement, and pretty much 
whatever else you'll need to do in your Millentum Falcon, 
Slave-1, Enterprise or whatever you want to christen your ves- 
sel. The third section of the book is for the referee and players 
and goes over the rules for playing out a session of Battlesta- 
tions. Playing the game will start off with your crew flying 
through space, using the blank hex space maps first, and then 
starting the scenario and going through turns of play. The turn 
secquence starts with ship-related actions (movement, combat 
and possible collisions) and then shifts over to player-related 


Get more time to play 


actions. When you board or teleport over to an enemy ship, or 
they do this to you, you'll use the ship footprint(s) and card- 
stock miniatures to resolve character actions. The ship foot- 
prints are also used to allocate damage to sections of ships that 
are hit by enemy fire. 


The mission section of the rulebook is for the referee only. If 
you're going to have a rotating referee over multiple games (so 
everyone can get a chance to play as a character) you might 
want to do something to ensure that prying eyes are kept out of B 
missions that they are not supposed to see. I wouldn't really 
recommend cutting up the missions section of your rulebook 
and sealing individual missions in sealed envelopes (the book is 
double sided anyway so this wouldn't really work) but the au- 
thors have given permission for consumers to reproduce por- 
tions of the book for personal use so I think that it would be ok 
to photocopy the missions and then store them away until 
needed. Or, if you have someone that just wants to referee and 
doesn't want to play a character you're all set. The referee will 
control everything that's not either a player-character or some- |y 
thing that's in direct control of a player character. They are 
meant to provide a proper challenge to the players while not 
"laying down" and letting them win without any thought or 
fight, but also not going out there with the intent to go out there 
and slaughter the party so the referee can "win". The referee 
does not win or lose in the game, but the party of players either 
succeeds or fails in their mission. Several appedecies wrap up 
the missions chapter with things like sample ship layouts, and 
pre-made characters, a blank character sheet, and rules for 
psionics (mental abilities). The rulebook ends in an index 
which is a welcome sight in any rulebook that's over a dozen or 
two pages in length. The back cover is interesting in that it has 
pictures of sevearl occurences that can take place during a 
game, like a ship explosion, and a page reference to look it up. 


Battlestations is neither a true role-playing game nor a true 
boardgame. It's a hybrid of the two and it's probably more akin 
to Descent in terms of the kind of game it is (cooperative, refe- 
ree needed, character advancement from game to game) than 
Arkham Horror (cooperative, no referee needed, no character 
advancement between games). You can find it for significantly 
less than the MSRP at online stores and it easily ends up being 
around the cost of a single rpg book and gives you an entire 
game to boot. If you want an evening of fun, light, space ad- 
venture than I think that Battlestations more than fills the bill. 
It's going to be very easy for veteran rpg players to learn the 
game. Boardgamers that are used to heavy games with lengthy 
and involved rulebooks should also have little trouble catching 
on. Those who've only played very light boardgames with tiny 
tulebooks might be intimidated by a rulebook that comes in at 
over 100 pages, but digested in parts it won't be too bad for 
them. If all you want is a sci-fi boardgame that lacks fiddly 
character creation rules and stuff like that then look elsewhere 
(Federation Commander or Risk 2210 might be more of what 
you're looking for). Ditto if you're looking for a role-playing 
game on a much grander scale (check out Traveller20 for that). 
If you want something that has a bit of each then I think you'll 
enjoy Battlestations. 


Review by Mark Theurer 
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Title: Battleground: Fantasy Warfare 
Dwarf Starter & Reinforcements decks and 
Elf Starter & Reinforcements decks 
Designer: Your Move Games 
Type: Card / Tabletop / War / Fantasy 
Manufacturer: Your Move Games 
MSRP: $14.95 per deck 


A review and expla- 
nation of the rules to 
Battleground: Fan- 
tasy Warfare can be 
found in issue 23 of 
Fictional Reality. 


The Dwarf starter 
comes with an up- 
dated rulebook, ver- 
sion 2.1, and a two 
» decks of cards to use 
as the basis of a 
dwarf army. The 
first deck is made up 
of your command 
cards and if you're 
familiar with Battle- 
ground then you 
know what they are 
for. If not, these 
cards are played dur- 
ing your turn to benefit your troops in battle. Things like Accu- 
racy (adding to your ranged combat ability), Might (increasing 
your close combat ability), Cunning, Fumble and Runes that fit 
into the dwarf theme very well. The units consist mostly of 
hand-to-hand units, with just 5 of the 18 being capable of 
ranged combat. This, like the runes, fits in with dwarves being 
mostly close combat warriors. The ranged units are Dwarf 
Bowmen, Crossbowmen and Ballista. With a 21" range the 
ballista can really reach out and touch someone, but you only 
get one of them in the starter set. The close combat units are 
what you'd expect (Hammerers, Axemen and the like) and al- 
most all of them have 12 damage points so they definitely have 
some staying power. Their toughness rating is also generally 
pretty high, with a lot of 3's, so while you're going to me mov- 
ing a bit slower than many other units (with all dwarf units hav- 
ing a move ratingof 2.5") you should be able to get stuck into 
the battle and stick around for a while. 


Besides the Advanced rulebook (also version 2.1) the Dwarf 
Reinforcements deck gets you fifty additional unit cards to bol- 
ster your dwarf army. You'll need to the starter deck to make 
use of the reinforcements because it doesn't come with the basic 
rulebook or command cards. Twelve of the fifty cards are addi- 
tional missile troops, and the remainder are duplicates of troops 
that you got in the starter deck except for two new unit types 
that you'll only get in the reinforcements deck. These are the 
Antonian Horsement and Longbeards. You get four of each of 
these and while I'd (just personal preference here) to have seen 
the dwarf cavalry on something other than horses they will do 
fine for a quick strike force with a 7" movement. On the other 
hand they have a low defense and only six damage boxes so 
they won't be used to hold a line, at least not for long. On the 
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other hand, the Longbeard are double tough (with a toughness 
of 4 and 12 damage boxes) and a courage that's very nice and 
high. Of course, they are saddled with the pretty typical Dwarf 
speed of 2.5". There are no monsters or large creatures in the 
reinforcements deck, but the two decks put together do give you 
a perfectly usable Dwarf army. It's one that plays to the stereo- 
typical dwarf strengths of toughness and strength in close com- 
bat. 


Ok, on to the oher new race for Battleground: Fantasy Warfare, 
the elves. Like the dwarves, and other starter decks, you get 30 
command cards to aid your units during the game. Similar to 
the dwarven runes the Elves get command cards with Aspects 
that give additional, and better bonuses. The variety in the ba- 
sic elf deck was impressive. They get one cavalry unit (Stag 
Cavalry) and a total of six units with a movement of 5" or bet- 
ter. This includes a Treant, wolves, bears, and wolfkin that are 
a mix of elf and wolf. With just three missile units there are 
fewer than I expected for an elf army, but the deck is themed 
more as wood elves and the variety of troop types makes up for 
the lack of missile-equipped units. Generally, the elf troops 
have a higher defense than toughness, making them a bit harder 
to hit, but when you do they'll get hurt a bit more. Most elf 
units have less than 10 damage boxes with the Brownies having 
just 6 so they look like more of a finesse army than a blunt ob- 
ject to just throw right at the enemy. There are a couple of 
hard-core units like the Bear Pack (12 damage) and Treant (14 
damage) that will really be able to stand toe-to-toe with your 
enemies, but you get just one of each. In the reinformcents 
deck you get more of the basic troops, including three more 
Treants to really wade into the enemy with. The new troops for 
the elves are Ravenwood Bowmasters that have a staggering 
17.5" range and Centaurs that are fast-movers with good com- 
bat skills but only 7 damage points so they'll need backup to 
stay around until the end of a fight. The elf decks exploits more 
of their fantasy background but look like a harder army to run 
than the dwarves. 


I like how the game has expanded into five full armies and hope 
to see more on the horizon soon. Being a fantasy game there 
are many more possibilities for armies and I wouldn't be 
surpised to see as many as a dozen if they keep up a regular 
release schedule. Terrain, magic and maybe special characters 
are still things that I'd like to see in the game, but as it stands it's 
a great alternative to buying and painting hundreds of minia- 
tures and it still delivers the feel of a mass combat fantasy 
game. 


Reviews by Mark Theurer 


Title: 
Designer: 
Type: 
Manufacturer: 
MSRP: 


Infinity 

Gutier Rodriguez 
Miniatures / Sci-fi 
Corvus Belli 
30.00€ 


We recently received a copy of the 
=~ French edition of the Infinity rule- 
book from Corvus Belli. Since my 
®- usage of French dates back to my 
; | days in High School, which is rapidly 
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closing in on being 20 years ago (boy, do I feel old!) I'll be 
sticking to a preview of what I expect the English version to be 
like and my overall impressions of the book itself. I'm sure that 
if I was dropped into Paris I could become conversational in 
French again in fairly short order, but that's just not in the cards 
for this review. 


The Infinity rulebook is a 224-page hardcover book that is 
printed in full color on glossy paper. The cover is very busy 
with representatives from each faction pictured. My first few 
minutes with the book in my hands was spent just flipping 
through it and it's not an understatement to say that it's probably 
the most beautiful rulebook that I've ever had in my hands. I 
kid you not! It's simply gorgeous. There are pictures of painted 
miniatures (not a single unpainted one) littered throughout the 
book along with lots of color artwork and rule examples. The 
text looks nicely laid out and while I cannot comment on the 
readability (I do hope that the English translator is worth his 
salt) it looks easy on the eyes and easy to digest even though 
there's a lot of text here. 


A very detailed Table of Contents takes up three double- 
columned pages and the first chapter gives you an introduction 
into the game and universe of Infinity. It's only six pages long 
but looks like it gives you a small bit of information about the 
armies in the game along with a look at some planetary maps. 


Chapters 2 through 8 detail the various armies (PanOceania, Yu 
Jing, Ariadna, Haqqislam, Nomads, Combined Army and Mer- 
cenaries) with each getting a dozen or more pages devoted to 
their background fluff. The exception are the Mercenaries who 
get about five pages. There are no army lists in this section of 
the book. It's pure fluff and lovers of this kind of stuff will 
hopefully be pleased. 


I found one small typo in the ToC. There are two chapters la- 
beled 010 and no 009 to be found. A small numbering mistake 
but the actual pages of the real chapter 009 are numbered prop- 
erly. 


The rules, chapter 010, take you from page 126 through 181 
and I can't speak on their clarity yet but they are full of nice 
examples. Then comes a weapons list and then the army lists 
for each army. The last part of the book consists of templates. 
You'll need to either scan these in or download them from the 
Infinity website, from which they are all available. I'd rather 
they be on cardstock anyway so I'll be printing out more of my 
own to go with the counters I already have. 


From the European price of 30,00 Euro I expect that the Eng- 
lish version of the book will come in at $40.00 which seems 
like a good price for such a beautiful book. I'm definitely im- 
pressed with the rulebook and can't wait to see the English ver- 
sion. 


Written by Mark Theurer 


Title: Overlords spells that are available to and faction or alignment. Then there 


Designer: Thane Barrier are two new cleric spells that are available only to the Over- 
Type: Miniatures / Fantasy / Army Book lords. 

Manufacturer: Reaper Miniatures 

MSRP: $16.95 @ Finally we get to the good stuff; the force descriptions (data 


cards) and rosters for the armies of the Overlords. Each entry 
comes complete with a good piece of fluff that will give you 
some background information and context for the troop type 
that is being presented. Then there is a black and white picture 
of the actual model (or models) used. Finally the entry ends 
shown on the inside title page, is ea with the data card for the model. The entries for a few of the 
“Slavers of Craclaw”. Craclaw is the IR primary figures in the Overlord army take an entire page, but 
city where the Overlords come from J | for the most part, there are two entries to a page, and in one 
case three. In all there are thirty-four entries. 


Overlords is the latest supplemental 
book for use in the game of Warlord 
and it covers the Overlords faction. A 
subtitle for the book, though it is only 


primary seat of power. The book is a 
full sized soft cover book of 69 pages 
and contains the history and internal 


NW After the rosters, there are four pages of descriptions, hooks and 
ideas to be used for RPG adventuring in the city of Craclaw. 


struggles of the Overlords, the force lists, new equipment, rules No actual scenarios are given here, but all the information 
and spells for the game of Warlord, and a few more goodies. needed to create an adventure is here. The last page is a quick 
There are also a couple sublists in the book that represent a cou- reference sheet for the game of Warlord. 


ple of the different internal factions of the Overlords, these are 
the Onyx Legion, and the Followers of Khardullis. Like the This book is of course a “must have” for players that want to 
game it supports, this book is put out and supported by Reaper field an Overlord army in the game of Warlord. I do wish that 


Miniatures. The cover is in full color and has a nice piece of art it would have some sort of index or table of contents since the 
staring the Lich “Ashkrypt” which is one of the Warlords for only way to find anything in the book is by flipping through all 
the Overlords (try saying that ten times fast). The art and pic- the pages (I mean what is the use of have the pages numbered 
tures inside the book is all black and white, and there are a lot right?). On the up side, the primary us of the book if the force 
of nice graphical embellishments that really do a good job of roster, and this spans only eighteen pages, and with the pictures 
making the book a real quality piece of work. The book is on each entry, its not too time consuming to find the entry you 
priced at $16.95 USD are looking for. 

Unfortunately, there is no table of contents in the book, but that Review by Clay Richmond 
seems to be the practice with these Warlord supplemental 

books. Oh well. The first 29 pages is the fluff, and its done in Title: Federation Commander — Klingon Border 

a way that is not exactly typical. Most of the information is Designer: Stephan Cole, PE 

from the point of view of an Inquisitor that has been sent to the Type: Strategy Board Game / Sci-Fi 

city to gather information, and is sending reports back to his Manufacturer: Amarillo Design Bureau Inc. 

master in the Empire of Malvernis. Being done in this way MSRP: $59.95 


makes it read more like a novel than a history book, so that part 
will probably make it more desirable to read to many readers. 
The down side is that if you are looking for a particular piece of 
information, you are not likely to find it easily. 


This is one of two “base” sets in a 
line of well developed war games 
that allows players to take com- 
mand of space ships from the Star 
Trek Universe and do ship on ship 
battle. The scale of this particular 
game appears like is would work 
best with a handful of ships per 
side, but for those who are up to 
the challenge, there is nothing to 
stop you from playing with more 
ships. The rules are complex 
enough to allow a large amount of 


Next comes about nine pages of Rules and Gameplay instruc- 
tions. Here we have half dozen new special abilities and four 
“Army” special abilities for the Overlords. Following that, 
there are two Sublists, or factions that are internal to the Over- 
lords. The first is the Onyx Legion which appears to be the 
elite forces of the Overlords. They also have a few special 
abilities for an army field solely from this sublist. The second 
of the two internal factions detailed here are the followers of 
Khardullis. This force appears to be lead by evil clerics of the 


Dark God Khardullis that like to drive a host of slaves before realism (that is realistic as far as Star Trek is concerned). But 
them and win battles by shear numbers not caring about how the rules are not so complex as to be overly cumbersome. The 
many they lose in the process. game comes with laminated cards for each ship in play where 

you can keep track of things like energy, shield strength, and 
After the sublist, there is a page of Overlord specific equipment damage. The movement rules are one of the more interesting 
with five items that seem to fit the personality profile of the parts of the game, since the attempt is to make the movement 
Overlords. Things like Spiked armor, Sword of Venom, and part of the game simultaneous as possible. Game length will 
Cloak of Shadows will give you a good idea about what to ex- depend on the number of players and the number of ships on 
pect out of these bad boys. After the equipment comes the new each side and even the type of ships (smaller ships might be 
spells. First there is one new mage spell and two new cleric taken out pretty quickly where the larger ships could take quite 
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a while to take down). There are actually two scales possible 
with the game, depending on the desires of the players (a fleet 
scale for larger scale battles and a squadron scale for the more 
intense ship on ship fights). The game even gives you rules to 
play with miniatures instead of the cardboard chits that are pro- 
vided to represent ships. In short, with these rules you are able 
to tailor the game to your own favorite gaming style, or mix it 
up trying different gaming styles. 


Inside the box you’ll find two d6, two sheets of card chits that 
need to be punched out, two double-sided player reference 
sheets, a little baggie of paper clips, a grease pencil, sixteen 
ship cards and the game board. The “board” is actually six 
identical (or rather... almost identical) sections of a hex grid 
laid over a background of deep space. The board pieces are 
double sided, with a hex grid for 1/2” playing pieces (a grid of 
about 14x14), and a hex grid for 1” playing pieces on the other 
(a grid of about 8x8). 


For markers, or chits, you have 40 of the larger markers, and 
216 of the smaller markers. Most of the smaller markers are for 
things like missiles energy markers and things like along those 
lines. The non ship markers are used for both scales of the 
game. There are sixteen double sided ship cards representing a 
surprisingly large variety of ships from the Star Trek universe. 
Most of the cards are for the Klingon and Federation forces, as 
you might imagine, with five cards (one side is the fleet scale, 
and the other side is the squadron scale) each. Other races rep- 
resented are the Kzinti, Orion Pirates, and Tholians. There are 
also a couple of cards for some generic things like freighters, 
stations, and oh yeah, the famous planet killer. Other races and 
expansions are also available in other products. 


The player reference sheets, and the ship cards, are done in full 
color and are laminated so they should hold up well to a lot of 
use. The grease pencil is used to mark off damage and other 
“expendable” items like drones or probes, on individual ships 
and the paper clips are used to track energy usage during each 
turn. Each ship starts off with a base amount of energy and 
along the right side of the ship’s data card you’ll find a Power 
Track. All you do is slide the paperclip onto the card and then 
slide it up and down as you expend energy throughout the game 
turn. 


The rulebook is a 60-page black & white perfect bound book 
with a black & white cover that’s printed on colored paper. I’d 
have liked the cover of the book to be the same color picture 
that’s on the cover of the box but you can’t have everything and 
that would have likely pushed up the cost of the game. The 
rulebook starts and ends with the things that are at the top of my 
list of a good rulebook and that’s a table of contents and an 
index. The book’s eight chapters cover Basic Rules, Move- 
ment, Combat, Weapons, Systems, Terrain, Ships and Scenar- 
ios and each one contains good examples to keep you in the 
loop. The rules are also laid out with a numbering system that 
allows you to easily find a particular rule. For example, rule 
3A3 is in chapter 3, section A, rule 3 and details how friendly 
fire works. Instead of telling someone that you’re on page 17 
you can simply say I’m reading rule 3A3 and they can go right 
to it. Now, it might only save you a couple of seconds when 
trying to get people on the same page, but I’ve seen (and been 
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part of) two people looking for the same rule and both of us 
being in the wrong place. 


There are six scenarios presented in the rulebook but since each 
ship has an associated point value you could pretty much play 
“kill each other” as a scenario for as long as you wanted. If 
you’re wondering, the point value (in Squadron scale, the more 
applicable one to the game) for all five Federation ships is 781 
points and for the five Klingon ships it’s 798 points so the two 
main factions included in the box are very well balanced and 
should give you a lot of use. 


Additional ships, scenarios and rules are available for purchase 
also, but this is definitely a game that’s self-contained and you 
could do very well with just the contents of the base game. 


This game has got to be the best presentation in game form of 
the Star Trek universe that I’ve seen to date. It is very obvious 
that a huge amount of research and game testing has gone into 
the creation of this game. In just the ships, their load outs and 
their configurations there an very large amount of correlation 
required with the Star Trek universe. The game centers around 
using the tactics of maneuvering a single or a small number of 
star ships in a space battle, in a dog fight type scenario. Now 
there is one thing that I have always looked for in a space based 
game (or a aerial combat game in general) is a good way to 
handle the three dimensions available in such a flight. The way 
Federation Commander handles it is by ignoring it, which, 
sadly to say, is still the best way to handle three dimensions on 
a two dimensional surface (not the most realistic, but the most 
playable). The rules appear to be pretty involved, but it is one 
of those games that explaining the rules is a whole lot harder 
than understanding them, and once you have a game or two 
under your belt, all the mechanics and general rules of the game 
will probably become second nature. What will grow with ex- 
perience; will be your understanding of the tactics. I think that 
if you enjoy small scale battles (or a skirmish) that emphasizes 
the tactical nature of the combat and maximizes the realism of 
unit on unit combat; I think you will like this game. If you are 
also a fan of Star Trek, you will love this game. 


Review by Clay Richmond 


FEDERATION COMMANDER 
PY KLINGON BORDER WY 


New captains are sent to fight pirates. Bold captains are sent to 
fight Klingons. Are You a Bold Captain? 


New Game Value: 
Everything is designed 
for FAST play and to 
allow players to learn 

the game in under an 
hour. The dynamic “Pay 
as you Go” energy system 
does not bog down game 
play. Damage allocation 
is done by a fast “one die” 
system. 


Federation Commander: Klingon Border 
Stock #4001, Retail Price $59.95. 


This product does not require any other products for use. All 


other Federation Commander products will work with Romulan 
Border or Klingon Border. 


www.federationcommander.com 


irban ove” 


This issue’s installment of 20 Questions sees John Robertson of 
Urban Mammoth shedding light on some of his history in the 
gaming industry and current goings on over at UM. 


1. How many different game systems have you been in- 
volved in writing/producing? 

Too many some might say :o) In chronological order, Kryo- 

mek, Leviathan, Warzone, Chronopia, Void, Celtos, Urban War 

and now we're finalizing Metropolis. 


2. Out of the previous systems that you had a hand in de- 
signing what was the feature of each that really made it 
unique or special? 

- Kryomek 
Game wise I liked our alternate squad activation, turning arcs 
for vehicles and we did some cool multiple templates such as 
cluster bombs. The Storm Strider models, that John Grant 
made were very nice too. 
- Leviathan 
What I really liked about this game was the overall scale and 
visuals with the proliferation of large dinosaur like monsters, 
demons and steam tanks, in particular I loved the Dwar- 
ven Steam Powered War Golems. 
- Warzone 
Again I liked the look with the retro WWI feel to the 
world and the use of lots of specialists for the squads 
gave a "real" military feel to the game. 
- Chronopia 
For this game we spent a lot of time developing the back- 
ground of which I am particularly proud of. Further the 
development of the "look" of each of the races as well as 
the architecture and societies made this a very rich back- 
ground on which we built the game. As the name sug- 
gests the use of time in the game was a great idea that we 
used for the Firstborn, the fact that the One King sacri- 
ficed himself so that he could be reborn again to save 
mankind was a nice twist, and the fact that the Orcs 
(Blackblood) we very sophisticated and not your typical 
"green" variety appealed to me. 
- VOID 
This really was a synthesis of all the games we had pre- 
viously been involved with. I think that John Grant's de- 
velopment of the turn sequence that allowed true multi 
player games, with fast game play and a high body count 
made it an excellent and fun game to play. I also par- 
ticularly liked the Junkers who were a science fiction 
version of Roman legionaries. 

- Celtos 

I've always been a fan of Celtic mythology and loved the 

2000AD Slaine comics, so when we had an opportunity 

to work with Clint Langley it seemed the obvious choice. 

I believe that Kev White's work on this range was some 

of the best work he has ever done. 

- Urban War 

The Urban War game system was developed from the 


Void engine. However in Urban War you use small strike teams 
of around 10 to 15 models, as opposed to the squads in Void. 
We created a simple order system that means all players must 
commit each of their models to a general course of action, and 
only as the game turn develops could specific activities be cho- 
sen. This heightens tension but still leaves room for tactical 
flexibility. Further we introduced a new concept to Void en- 
gine called "Calibre" that would reflect a variety of levels of 
training and experience. In the game high quality experienced 
troops are more reliable and flexible than raw recruits. Such 
“High Calibre” troops can, with luck, far outperform their lesser 
comrades. This gives you more choice when selecting your 
force before battle, and adds depth and tactical options once 
battle has been joined. Another addition was Shock. A simple 
‘Shock’ roll simulates the temporary debilitating effect of sud- 
den unexpected occurrences, or close misses from incoming 
fire. This enhances the feeling of realism, with poorer quality 
troops being far more likely to be affected. 


3. Have all of your previous games found new homes? 
Yes they all have. Most of them have ended up with Grendel 


Castings or Scotia. 


4. How do you decide to "let one go" and move on to 


“What are YOU playing?” 


=! Ea rooucrions 
WHERE HEROES ARE MADE! 


www.rattrap-productions.com 


something new? 
Usually its not been a matter of choice, but you have to move 
on and look to new things. 


5. What’s the best thing about working in the miniatures / 
gaming industry? 

For me I really enjoy, and get enormous satisfaction from, the 
creative aspect of the hobby. Designing worlds, developing 
them from the bottom up, not only what the miniatures and 
models look like but designing the planets, the architecture, the 
politics and generally how it all fits together to try to create a 
"real" environment in which to base the games. Also getting to 
work with some fantastically talented designers, writers and 
artists. Its a great experience to see your badly drawn sketches 
and notes transformed into fabulous artwork, models and story- 
lines. I have been very lucky that way in getting to meet and 
work with a large number of creative people. Finally, and 
probably most importantly, its getting to meet and chat to your 
customers who demonstrate such a passion and enthusiasm for 
your work, man its humbling and wonderfully exhilarating at 
the same time. 


6. What’s the worst thing about working in the minia- 
tures / gaming industry? 

That's a tough one, apart for the usual pressures of running any 
sort of business, generally all things money related, I think the 
hobby probably suffers from similar problems as other creative 
industries, in that because it’s quite a personal thing, egos get 
bruised and people can take things far too seriously. I have seen 
many people take delight in other peoples misfortunes, selling 
themselves on other peoples weaknesses rather than on their 
own strengths. At times it can be very depressing, people 
should celebrate the good, rather than gloat in the bad. 


7. What’s the biggest change, good or bad, that’s taken 
place in the miniatures/gaming industry over the past 
ten years? Not counting the advent of M:TG or the d20 
version of D&D, but more specifically miniatures- 
related. 

For me the biggest change in the market has been the ever 

growing number of excellent miniature producers that have 

appeared. Both the quality of the miniatures and the presenta- 
tion of the products have dramatically improved. GW certainly 
have created a fantastic envelop for the miniatures industry 
creating an awareness for the hobby on the high street, where 
school kids these days are as familiar with miniature gaming as 
much as they are with computer games, which is good thing if 
our hobby is to develop. However, I believe that perhaps GW 
have lost touch with the core hobbyists and this vacuum is now 
being admirably filled, and developed by, the rising number of 
independent miniature companies, most notably Rackham and 
Privateer Press. Further with the advent of the Internet, smaller 
companies with more limited resources have a fantastic plat- 
form in which to communicate and sell to an ever growing 
online customer base. I think this is all good, it presents new 
challenges for existing companies but there are also great op- 
portunities for new companies to develop their business. 
There's never been a better time to be a miniature gamer! 


8. How did you get your start in the industry? 
While I was at University, early 80s, I started getting into role 
paying, Runequest and Chivalry & Sorcery, and we used to use 
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miniatures to represent our characters. In order to "spice up" the 
look of our card floor plans I started sculpting doorways, 
thrones, altars etc. In order to produce more of the standard 
items, such as doorways and general dungeon clutter, I experi- 
mented with silicon moulding and resin casting. I had a good 
relationship with my local store owner so I started to sell my 
"surplus" casts to him to help finance my hobby. It was all very 
low key but great fun all the same. Once I'd finished my degree 
I really didn't know what I wanted to do and it was suggested to 
me by my career advisor that perhaps I should set up a com- 
pany making and selling my models, hence Fantasy Forge was 
born. 


9. Other than playing your own game what hobbies do 
you have? 

Since the age of 10 I have been interested in ancient history and 
wargaming. I have a particular interest for all things Hellenistic 
and have an obsessive passion for collecting books on the 
subject. I have been a keen supporter of the Wargames Re- 
search Group and the Society of Ancients. In my time "off" I 
play DBM and take part in a number of national tournaments 
organized by the BHGS. I am also an avid collector of 15mm 
ancient miniatures. This is one of the reasons why we set up 
Xyston as I couldn't find the variety and quality of miniatures I 
wanted. 


10. What's the big difference between Urban War and Me- 
tropolis? 

Metropolis is the "Big Battle" version of Urban War. It will be 
very similar to Void, troops will be organized into squads, but 
will include the Urban War concepts of Calibre and Shock. 
Further we have developed a new range of manned battle suits 
which will augment the existing Urban War Forces. One of the 
important points with Metropolis is that you can use your exist- 
ing Urban War miniatures and vice versa, there's no need to buy 
a dedicated Urban War force and then a new one for Metropo- 
lis. Urban War will act as an ideal intro game to Metropolis. 


11. What's a genre or setting for a miniatures game that 
you haven't been able to work on but would really like 
to? 

I think a Victorian "Steam Punk" game would be cool. I loved 

the Jules Verne books and the comics of the League of Extraor- 

dinary Gentlemen, the film was a blast too. 


12. Pre-painted plastic minis. Blech or Cool? 
Cool, with the caveat that the miniatures are "reasonably" 
painted! I don't believe that they would replace the hobby, but I 
think they are useful to introduce new hobbyists. 


13. How does the US market, in general and/or specifically 
to Urban Mammoth, compare or differ from the UK/ 
Europe market? 

Although the customers are essentially the same I think that the 

USA, Europe and the UK (although we're part of Europe) mar- 

kets do differ. I believe that in general the USA stores purchase 

similar products from a number of different distributors and that 
there are very rarely any "exclusive" lines. Retailers generally 
don't buy direct from the manufacturer. In the UK, where there 
are a lot of different miniature manufacturers, retailers are used 
to buying products direct from them rather that a distributor. In 
Europe, because of the language issues and the fact that rule- 


books have to be published in that territories language, you tend 
to get manufacturers using distributors on an exclusive basis. 


14. How many people work for Urban Mammoth and in 
what capacity/job? 

There are three of us here currently. John Grant works on the 
games design side of things as well as handling all moulding/ 
production issue with our subcontractors. Rod Grant, John's 
wee brother, handles on web stuff from forums, web shop and 
the graphics. He also does all the photography and layout. I 
handle all artwork and sculpting commissions and background 
development of the games. I also handle all sales with our stra- 
tegic partners overseas. 


15. How did Warzone/Chronopia go from Pressman to 
Target to Paradox to Excelsior Entertainment? 

I can't really comment on this as this was handled by the guys 

in Sweden. My principal job at my time at Target was running 

the design studio. 


16. What's the most popular, in terms of sales, faction for 
Urban War? 

The Viridians are certainly the most popular, closely followed 

by Syntha. 


17. So, Urban War will continue to receive support along 
side Metropolis? 

Of course. The first expansion to Urban War will be CLAU- 

Tech which will allow you to use the large manned robots in 

Urban War. it will also introduce new characters to the game 


Infinity is a product of Corvus Belli S.L.L. ‘a7 Seixo, 13. 369440, Cangas, Pontevedra. 
Tfno-Fax: 986 S0028S3 Contact us at infinity@corvusbelli.com 
or www.corpvusbell.com & www.infinitythegame.com 
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also. 


18. Any that you regret letting get away that you'd still like 
to be exploring and expanding under the Urban Mam- 
moth banner? 

No not really. However, I think that the whole Target situation 

was really unfortunate, Warzone had just got its second wind 

with the plastics starter set and we were on the verge of releas- 
ing Empire Chronopia which was looking fantastic. If the com- 

pany had managed to restructure then I believe they were onto a 

winner. So much creative talent went into the games at Target it 

was a real shame to see it go. 


19. Why not just turn VOID into Metropolis? 

Well in truth Metropolis is a development of the Void engine. 
We've taken elements from Urban War and re-introduced them 
to create Metropolis. Any Void players will pick up Metropolis 
really easily. 


20. Any plans to re-expand back into a fantasy game or 
maybe a Victorian Sci-Fi game like you talked about 
earlier? 

Not as yet, we are really focused on getting Metropolis off the 

ground whilst continuing to support Urban War. I do believe in 

time though we will develop more games in other genres. 


Written by Mark Theurer and John Robertson 
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When the wife, Miss Sally White, asks you (well, me in this 
case) if we'd like to feature a sculpting article written by one of 
the best sculptors in the industry (her husband, Kev White) you it. Extra wire 
say YES! I did just that and what follows is a nice look at the 
process that goes into making a Hasslefree miniature. 


The making of HFE006 Shimmer eee, 


Shimmer is one of our female Elves and is named after an RPG 
character of my sisters. 
sells consistently well and is a very popular figure but I felt it 
was about time to make a new more dynamic version of her. 

I can't claim to have included all of the details but I hope that 
you find this article of use. 


BASICS 


PUTTY: [use a mix of brown stuff and ‘pro-create putty' in the 
ration of 1 part brown stuff to 4 parts 'pro-create'’. The reason I 
mix putties is that 'pro-create' can be very soft and so the brown 
stuff adds a bit more rigidity and enables easier working. I 


tensioned by 
twisting it, thus 
making it more 
rigid so that it 
doesn't bend 
too much when 
I'm working on 


was soldered on 
to this to give 
me extra height 


sculpting tools 
underneath the 
miniature _be- 
cause I'd for-| 
gotten to allow \ 
for this when 
making the 
armature (I do 
this sometimes 
when tired) 


Now almost two years old, she still 


prefer this new mix as the 'pre-create' doesn't stick to the tools 
as much as green stuff or greenstuff mixes but the problem is d 
that it can stratify so you need to be more careful when adding 
layers so that the new layer doesn't pull off the previous one 


whilst you are working it 


SWG22 and the legs and torso are SWG20 


WIRE: J use tinned annealed copper wire. The arm is in| | 


TOOLS: As well as my usual homemade wooden tools & pins, 
I am increasingly using Clay shapers. All in size 0, I primarily | 2 
use Flat Chisel and Taper Point. I also use less frequently Cup | 


| 


Round and Angle Chisel. 


With the exception of the wire and the tools that I make myself, 
I get all of my putty and tools from Andy Foster at Heresy 
(www.heresyminiatures.com) 


1. Basic armature. 
The first image 
shows the cut wire 
lengths and how the 
armature is  con- 
structed. Note the 
part-cuts to mark the 
top of the head and 
the ankles. 


The second image 
shows the armature 
posed. The wire 
coming from the 
right foot has been 


3. Lower legs 


2. Rough blocking out of muscle groups. 
What is important here is to remember to build up the muscles 


but NOT the joints. 
This is a common 
mistake when new 
sculptors are find- 
ing their feet. You 
need to leave the 
joints with as little 
putty on as possible 
so that you can 
work creases in to 
the miniature when 
it comes to clothe 
it. 


I have now started working on the lower legs, making the boots 
and trousers up to the waistband. I usually do this all in one go 


as it is a natural cut-off point. I delayed working on the left 


boot because I was using the left foot to rest my finger on when 


sculpting and 
hold the arma- 
ture steady. You 
will see that I've 


vy 


ing right instead 
of straight ahead 
and added some 
bulk here in 
readiness _ for 
sculpting the 
face. 


also changed the ¥ 
position of the <a be 
head to be look- 


4. The face 
After the head mass had set, I sculpted the face on in one piece. 
If I make a mess at this stage I can just peel it off and start 
again as the bulking-out will still be there. At this stage I also 
sculpted the left boot, this time keeping my finger on the right 
knee for extra sta- 
bility. I have lost 
count of how many 
times over the years 
that I have com- 
pletely destroyed an 
area that I have just 
worked by resting 
my fingers on it 
when it is still wet. 


5. Boots & torso 
Here the detail 
work was added to 
the boots and also 
the torso was 
bulked out. Bulk- 
ing out is essential as it makes the torso more realistic in readi- 
ness for sculpting her bodice. Also at this stage the shoulder 
and arm muscles were sculpted on. Ordinarily I'd bulk the arms 
out first and then sculpt the muscles on, but her arms were so 
slender they didn't need it. Putty was extended up from the 
torso to form a neck now that I'd decided on the final position- 
ing of the head. 


6. Bodice and weapons 

I made the weapons in 
preparation for the next 
stage. A bow was also 
made because the char- 
acter used one and I 
thought it would look 
okay in her left hand. 
However after position- 
ing it on the figure I de- 
cided to leave it off as it 
made the miniature look 
a bit too busy. I might 
use it on a conversion of 
her at a later date. 


7. Attaching the sword 

After leaving the miniature to set COMPLETELY, I cut the 
wire of her arm to the finished length. The putty needs to be 
completely cured for the next stage or it will bubble when the 
wire gets hot as you solder it. 


When is it completely cured? About 2-3 hours after setting 
hard. Even when the putty is too hard to work on, the gases 
within still es- : 

cape for a few = ln 
hours after. It : 
is the heating of — 
these gases 
below the sur- 
face that cause 
the putty to 
‘pubble'. 

I also decided 
to shave some 
bulk off her 
head because it 
was looking a 
bit large. 


8. Right arm/skin/ears 

The right arm gauntlet and elbow pad was sculpted in one 
piece. The head was also given another skin of fresh putty and 
the ears were added. i 


9. Hair prep & left arm 
A hole was drilled through her head and a wire was 
pushed through and bent upwards to provide the armature 
for her bunches. I then bulked this out slightly to hold it 
in place. 
: _Looking at the 
original = minia- 
ture, I noticed 
that I'd given her 
a headband that I 
had so far forgot- 
ten all about, so 
this was then 
added. 


ABOVE: Two-handed sword 


LEFT: Back view showing 
bodice work & other detail 
Next I worked on 
her left gauntlet 
and shoulder pad. 
As I had decided 
to leave the bow 
off the miniature 
I needed to do 


BELOW: Bow 


1 Beara W—~—<=_eleoces 


(well some of them. . !) 


HFHO36 Artemis 
28mm scale version 
of our popular 
Hoplite 
female 
HFA022 
Madge 
Don't argue 
with this 
shotgun-packing 
granny! 


HFEO06 Shimmer (b) 
Cute leaping 
female elf with 
sword 


“Wkkaiiciaaxas 


HFA023 Ken www.hasslefreeminiatures.co.u HFA024 


Male cop Amoy (b) 
zombie hunter Our noodle-loving 
with teen ditches her 
Remington 870 skateboard & gets 
herself some serious 
hardware to kill all of those nasty zombies. 


HF Minis... nice people, cool toys, great service 


something different with her left hand. The 
added bulk for the gauntlet made this possible 
and I hope I've given her hand some delicate 
motion and pose. Sometimes even though you 
think something looks right it isn't until the 
figure is actually painted that you realise 
whether your idea has worked or not. 


10. Hair 


Everything was left to dry completely again L 


before I started working on the hair. I usually 
find this part pretty tricky and it helps if every- 
thing else is set so that I can pull any mistakes 
off without removing other details. The hair 


was done in sections, but each section was made before the 


previous bit had set. 


The order of sculpting was: Back of the 
neck under the headband, the errant curls 
over the headband at the back of the head, 


have still got a stand to make for her that won't 
look too silly whilst still providing enough 
support for the miniature for when people use 
her in games. However deadlines have intruded 
so you wont get to see what I come up with 
until she's released! I think Sally is planning 
on getting her cast and released in February 
2007. 


I hope that you have enjoyed my step-by-step 
guide and that it helps you in some way with 
your own work. If you have any questions for 
me regarding this article, the best way to get a 
response is to visit the Forum of Doom (http:// 


heresyminiatures.com/forumofdoom/index.php) and either send 


me a private message or post a new topic in the Hasslefree 
Miniatures section. 


Written by Kev White 


the bodies of the two bunches close to the ‘ N 

scalp, the fringe and then the two sections of ' 

the right bunch followed by the two sections — 

of the left bunch. — i 

Finished piece — 

I am very happy with how she turned out. I = s 
— | 


HFEOO6 
Shimmer (b) 


Half elf female with 
two-handed sword. 
Expected release 
February 2006 
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MINIATURE REVIEWS 


To start off this issue’s batch of miniature reviews we have a create a cityscape of varrying height levels. You could also add 
selection of terrain from World Works Games. Although not on to the height of any of the buildings just as easily by printing 
technically “miniatures” in the sense of little plastic or metal out another set of pages. 

soldiers they are pretty exclusively for use with your figures so 

here goes... Each wall facing takes up most of a whole page and, for the 


most part, there's not too much white space on any of the pages. 
Printing out four pages will get you a full set of building walls 


We have three sets of card terrain to review from the good folks and you have beige brick, stucco brick, a light brown color for 
at WorldWorks Games and we'll be taking a look at all three the skyscraper and a grey concrete color for the office building 
seperately and then finish up with how they all can come to- to choose from. The cuts on the building faces are all quick and 
gether. All of the files are meant to be printed out on cardstock easy to do and they were all ready for assembly in short order. 
and I detailed much of my first encounters with WorldWorks The two brick buildings do not have doors printed on them but 
terrain in a previous issue of Fictional Reality which you can you get a sheet of doors and signage to print out to put wher- 
check out in our archives section. One new item regarding the ever you like. My only gripe about this set, and it's a very small 
construction of these models/terrain that I'd like to pass on is one, is that I'd have preferred that all of the signs lined up on a 
my recommendation for you to NOT use "Elmer's Craft Bond common right or left side line so one cut could take care off that 
Memory Book Glue Pen" to glue the models together. I was a side. They are all centered down a common vertical line on the 
the store picking up some new razor blades and glue sticks page which just adds a bit to the cutting time. Like I said, it's a 
(which are by far my favorite adhesive for these projects) and small gripe. 

saw this new (well, new to me anyway) glue pen and decided to 

give it a try. Almost immediately after gluing something to- There are two styles of roof that you can use to top your build- 
gether it started to warp and I knew that this one was a definite ings. One is fairly clean except for some pipes running along 
"no-go for launch". Ok, on to the reviews... some of the edges and the other is a mess of some leaves an 


trash along with a broom, a chair and some 


ventilation grates. Each style of roof also 
comes in three varieties. One with no ruler 
markings at all, one with a 1" grid lined on 


Tera, == it and one with a 1.5" grid lined on it. If 


sates, B youre not using a ruler-based movement 
_= 


y — system you'll want to print out using the 
- size grid that matches your movement 
- scale. For me, it's the un-gridded one all 
S—4hit | 
<8 , = 
‘aan =. 


af | 
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the way because I'll be using the terrain for 
games like Rezolution and Infinity. In fact, 
we used it for the Infinity battle report in 
| = this issue of Fictional Reality. 


Two of the other pdf files are unrelated to 
the construction of these particular build- 
ings. One is an FAQ on the evil-ness of 
pirating their work and the other is a guide 
for players using the 1.5" grids to help de- 
termine where your models will move to 
wi when moving from street level to the roof 
_j or interior of a building. Using strict ruler- 
~~ based movement I didn't have much need 
etme Of the latter file. 


Name: Bits of Mayhem: Downtown Roofing each building is pretty easy but requires that you cut 
Designer: Matt Lyon out four perimited pieces along with the actual roof section that 
MSRP: $7.00 USD you plan to use. Once cut out the assembly is very easy and the 

roof kind of just slips over the top of the building unless you 
In this set you get eleven pdf files (between one and four pages want to glue it down. I decided to base each of the buildings on 
per file) that allow you to build at least four different buildings to pieces of foamcore to match the streets that you'll see below 
that each come out with a footprint of 7" x 7" and initial heights and to increase the stability of each building. I would recom- 
that range from 9" tall for the three 3-story buildings to 18" tall mend you not glue the roof to the top floor of the buildings be- 
for the skyscraper. I say "initial" heights because you can eas- cause just a few of these can start to take up plenty of storage 
ily cut off one or two floors of any of the 3-story buildings to space and if you leave the roof off you can store other bits in- 
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side the buildings while you're not using them. You could also 
glue foamcore on the inside of each building to further add to 
the structural integrity of each one, but then you really rule out 
making interiors for them and your construction time and 
budget increases. 


If you're looking to fill nice large spots in your modern or near- 
future (or even sci-fi if you like) gaming table then this is a real 
bargain. None of the buildings have defined interiors but indus- 
trious Photoshop (or Gimp if you want to go the free route in 
acquiring photo editing software) users could put together inte- 
riors to be printed out and glued on the inside of the buildings. 


Name: Streets of Mayhem 
Designer: Denny Unger 
MSRP: $12.00 


We now move up a couple of dollars in price to take a look at a 
set that contains too many pdf file to count (well, not really but 
there are a whole lot of them and I'm more interested in con- 
structing and playing than counting them all) that will aid you 
in making a base of streets for the buildings that we built in the 
first review. 


Street types consist of an intersection, a 90-degree curve, two 
parking lot tiles, a straight street, a T-intersection and a bombed 
out wasteland tile. Each have the same 7" x 7" footprint as the 
previous buildings so you can line them up into columns and 
rows and build whatever kind of street layout you like. 


I highly recommend gluing your streets down to foamcore. 
One, it will match what you (or I) did with the buildings and the 
streets will lay flat instead of having a tendency to curl up a bit 
where you cut the edges. There's also another feature of the 
Streets package that can only be taken advantage of if you glue 
the street tiles down to foamcore. It's something that they call 
PaperLinX and it's where each street tile has multiple angled 
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notches for you to cut out and another sheet of little fasteners 
(also to be glued down to foamcore and cut out) that hold one 
tile to the one next to it. Yes, it increases the number of cuts 
per page and you'll have to make all of the fasteners too, but I 
can see it being very worthwhile in keeping the base of every- 
thing that's currently on your game table just a bit more stable. 
If you really have money to burn you could import all of the 
non-PaperLinX files into Photoshop and create a 4' x 4' (or lar- 
ger if you really want to spend some cash) file to be printed out 
at Kinko's or another printing venue. I'm scared to even ask 
them how much this would cost and figure that I'll stick with 
printing and gluing each tile onto foamcore. 


You also get three railroad tiles, one that intersects with a street 
tile (could be fun for a "beat the train" scenario), a curved one 
and a straight rail section. As with the building roof tiles above 
each of the street and rail tiles come 
in non-grid, 1" grid and 1.5" grid 
varieties so whichever scale you 
used the first time around you can 
do here too. 


Four bridge files come in the set. 
One is for a pedestrian brige so 
models can cross over streets and 
railroad tracks in safety or have a 
nice place to toss enemies from. 
The other three bridge files are for 
use with the railroad sections and 
one is a ramp to take the train up 
onto an elevated platform and the 
others are straight and curved ele- 
vated train sections. The ramp ends 
up being at a 45-degree upward 
angle which looks a bit steep but it 
was either that or spread the ramp 
over two tiles which seems a bit 
long. 


The set ends with ten "props" files 
that range from traffic lights and 
street signs to billboards and a sub- 
way entrance. The subway entrance and concrete blocks are 
both easy to assemble and versatile. The billboard takes a bit of 
construction but is worth it in the end. You get three stock bill- 
board signs and templates to make your own so you can add 
advertising for whatever you like to your tabletop. The street 
signs, lamp posts and such will add a lot more life to the table 
but they all require lots of cuts and some require you to hollow- 
out some sections. I would put these props, the ones that re- 
quire significantly more work in the category of finishing off 
the little details of your city and they will probably come after 
you've done the streets, railroads, and other props and even af- 
ter you've played on the terrain a few times. 


The set comes will very comprehensive instructions to aid in 
the assembly of all of the stuff you get. There's a lot to print 
here (of course, you only print what you want to use) so the 
cost of building everything is going to be higher than with the 
first set that includes just the buildings, but you get more than 
just simple streets here. The elevated railroad tracks add an- 
other level to fight on and there are a lot of props to bring your 


table to life and also offer more cover to your little guys that are 
running around there trying to make your opponent's little guys 
dead. 


Name: Bits of Mayhem 
Designer: Matt Lyon 
MSRP: $15.00 


In this third set we jump up a couple of dollars in price but get 
some very useful bits that can augment the previous two sets. 
You get five different types of files (buildings, ground tiles, 
vehicles, gas station and props) all with easy to follow instruc- 
tions. 


The building that you get is a good looking downtown style 
three story building that can easily be modified to be taller, 
shorter or made into a shape other than a square footprint. I 
easily modified my first go of this building to be just three win- 
dows wide instead of four to give some room for miniatures to 
run around the perimeter without going on the sidewalks or 
streets of adjacent street tiles. You also get a pdf that will allow 
you to make a fire escape for this, or any, of your other build- 
ings, and while I think that I'll put them together in the future 
they are definitely a back-burner item for me as I construct 
buildings and other terrain features. If you really want to go all 
out with this building you can print off a set of windows that 
come as a separate pdf file onto clear acetate. The ‘glass’ will 
look more realistic and if you have added actual floors to the 
interior you’ll be able to see your guys that are on the inside 
from the outside. It would be a lot of work but would look 
mighty cool. 


You don’t get any new street tiles (not like you needed any if 
you pick up the Streets of Mayhem set) but there’s a blank con- 
crete and grass (with some dirt mixed in) tile that you can use to 
make a park, backyard or just a concrete slab to throw down 


smaller buildings on. 


In the vehicles folder you get sports cars, vans, a bus and a cou- 
ple trucks (the kind that pull large trailers) in several different 
colors. There are also burned out versions of the sports cars 
that you can use to replace the ones that you blow up in-game 
or just toss out there for additional cover. Building the vehicles 
requires significantly more cutting on your part than construct- 
ing a building and I found that they also took somewhat longer 
to glue together because there are several small areas that need 
gluing and you want to make sure that each part is done before 
moving on to the next. Given a bit of patience you can crank 
out a parking lot full of cars and have busses driving through 
your streets that will add lots of cover for your troops to hide 
behind and creating some house rules for action movie style car 
explosions is definitely in the future for my games. 


For the gas stations you get two different station names 
(Mayhem Petroleum and Golden Shield) each in a different 
color, but both with the same design and layout. Each one 
comes with a set of pumps, an attendant’s station, a large sign 
advertising their prices ($3.19 a gallon for regular!) a basing tile 
and an overhang to protect your customers from the elements. 
The overhang adds some more realism to the gas station but 
might get in the way of hands reaching down to the table to 
move figures around, especially if you have lots of other build- 
ings on the table. Of course, you can choose not to glue it 
down to the supporting pillars and just take it off when you 
need to. I’ll probably go for this option because I’Il want it in 
place to obscure the line-of-sight of enemy snipers. The atten- 
dant’s shack will take you a bit of time to put together if you 
want to do it right because it has a small interior section that 
shows off racks of ships and other goodies and makes a space 
large enough for a figure to fit in. It could be a great place to 
get some cover during a firefight! 


Last up are the props and there are a 
lot of them. There are new billboards 
that can also be glued onto the side of 
buildings, a large dumpster (complete 
with garbage for the interior), a bus 
stop (kind of fiddly to build because 
there’s a lot of white space to cut 
away during the assembly), street 
signs and my favorite, a phone booth. 
The phone booth is also a bit fiddly to 
assemble but it’s very cool and worth 
the effort. There’s also two flavors of 
chain link fencing. One that’s black 
in between the links and one that’s 
clear for printing on clear acetate. I'll 
go with the clear ones with the fence 
just for added realism. There’s also 
trash cans, park benches, soda ma- 
chines, mailboxes, newspaper ma- 
chines, barrels, street signs, and park- 
ing meters in this set. 


Even with some of the bits requiring 
some more cutting and gluing than 
the easier to churn out buildings they 
are worth the time and effort. 


I’m very happy with all of these sets and they have helped to 
turn me into somewhat of a cardstock terrain junkie. After I’ve 
built up a nice large selection of terrain using these I think Pll 
try my hand at some of my own. 


If you’re looking to purchase one at a time I would recommend 
starting with the Bits of Mayhem: Downtown first. It’s the 
cheapest of this group of three and is definitely the easiest to 
build. It also gets you plenty of big terrain pieces to plop down 
on the table in short order. I would probably then jump to the 
third set, Bits of Mayhem because it offers so many additional 
pieces to build. That leaves the Streets of Mayhem last in this 
list of three only because you can lay down some dark grey felt 
for a blacktop surface to start off with. I expect that once you 
put together a few buildings you’ll want your streets to match 
though. 


Reviews by Mark Theurer 


www.hasslefreeminiatures.co.uk 


HF4001 ‘Artemis’ 
This gorgeous highly detailed 40mm scale resin 
Hoplite female was not named after 
a Greek goddess but just because 
Kev liked the name ‘Artemis’ 


Name: HFH033 Kalee (b) 
Sculptor: | Kev White 
MSRP: £3.50 


This version of Kalee, a female warrior, is a three-piece model 
that carries a shield and magical axe. She's posed to look like 
she's twisting around her upper torso to face an enemy. She 
wears plate armor on her legs, arms, shoulders and chest but her 
legs are pretty exposed. Her hair barely reaches her shoulders 
and facial detail is very good. Her shield bears the ubiquitous 
chaos star and there are a few skulls on her armor, but no pleth- 
ora of spiky bits. So, she's pretty obviously a chaos warrior but 
she, actually more so her axe reminds me a lot of a favorite old 
Citadel model of Kaleb Daark. He was a chaos hero that car- 
ried a living axe that looked similar to the one that Kalee holds 
in her right hand. Her axe blade is replaced by the head of 
some kind of dragon or demon and it looks very cool. I like the 
model very much and it went together easily with both arms 
fitting onto the body without trouble. The mold line was visible 
around the body of the model but it wasn't very prominent and 
was easily cleaned along with a few bits of flash on each of the 


Available in a choice of a matt white porcelain -type resin 


or in a satin HF blue, she fits together easily 
and has a lovely smooth surface. 
Perfect for either painting or just looking 
at .... your choice! 


Since her release at the beginning of November she has proved very popular which 
has led to some slight delays with orders as our caster has been unable to 


keep up with the demand for her. We have doubled her moulds now 
but to be sure of getting yours in time for Christmas | would advise placing 


an early order! 


Kevin James White t/a Hasslefree Miniatures. 12, Sturgeon Way, Stanton, Suffolk IP31 2ED. UK 


pieces. She would make a great PC model, a boss enemy or 
even a gladiator if you were so inclined. 


Name: HFA020 Sadie (b) 
Sculptor: | Kev White 
MSRP: £3.50 


Also in the category of alternate 
sculpts, as with Kalee above, we 
have another version of the mod- 
ern heroine Sadie. This one 
comes with the body, minus both 
arms, as a single piece and an- 
other sprue of pieces that give you 
three choices in armament. 
You're given the choice of arming 
her with a pump-action shotgun, a 
pulse rifle, or a sword. Her right 
hand carries the weapon itself 
while the left cradles it. Sadie 
wears jeans, a shirt and vest along 
with a necklace with a large cruci- 
fix prominently displayed. Her 
tennis shoes are very nicely de- 
tailed right down to the laces. | 
There's also a pistol on her right 
thigh and a pouch on her back. 
Arming her with the shotgun or 
sword makes her perfect for a 
mundane or supernatural modern 
game, but the pulse rifle moves her up a bit on the timeline to 
being more appropriately suited to a sci-fi game or slightly fu- 
turistic setting. Since both arms need to connect to the weapon 
and the body you'll want to be careful to get it right the first 
time. Assembly was a bit fiddly for me but maybe it was just 
me and my lack of manual dexterity. All of the bits needed 
some cleaning, but I think it's worth the effort for the weapon 
choices. 
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_— =~ HFA020 Sadie (b) 
Multi-choice 
weapons/arms 


Name: HFFO005 Danni (b) 
Sculptor: | Kev White 
MSRP: £3.00 


This is a closed-helmet 
version of the other fan- 
tasy football Danni. ~ 
This one is in a running © 
pose who is carrying the | 
football close to her| 
chest in an effort to gain 
some yardage. Her full 
helmet covers most of 
her face and, along with 
her shoulder pads, is the 
only really significant protection that she is wearing. There are 
some pads on her hips, elbows and knees, but they are not as 
heavy. Her midriff is showing, but she is wearing a shirt so 
she's definitely a safe addition to a Bloodbowl (http:// 
www.specialist-games.com/bloodbowl/ 
1 rule_bbok_a.htm) or Deathball (http:// 
heresyminiatures.com/forumofdoom/ 
index.php?board=12.0) league that con- 
tains young ‘uns. Details were all crisp 
and clean, right down to the laces on her 
shoes, and cleanup was pretty much not 
needed as the casting was very clean. The 
helmet has a nice big portion of clear space 
for a team logo. Her left arm can be bent 
(just a bit so be careful) forward or back if 
you like. 


Name: HFF006 Fatgoblin 
Sculptor: Kev White 
MSRP: £3.00 


This fantasy football player is a single 
piece model that is in much more of a vic- 
tory stance, almost as if he's posing for a 
picture in Sports Illustrated, than in the 
middle of a set of downs. There are two 
things that stood out for me the most on 
Fatgoblin. First was his big belly. Man, 
he must drink a lot of beer between games. 
Second was the huge nose that he has. 
Both are nice added details that give some personality to the 
figure. Detail on the figure is superb and I only found some 
faint mold lines and they were easily cleaned up. There's not a 
lot of greenskin to paint on him, but the front and back of his 
shirt are bare so you can really go to town with a team logo if 
you are so inclined. As a goblin he's a bit shorter than other 
players but would make a very worthy addition to an orc or 
gobbo team. Also, there's a member of the Forum of Doom 
(http://www.heresyminiatures.com/forumofdoom/) named _fat- 
goblin. I'm sure there's some connection to the miniature, but 
I'm not sure what it is. Hasslefree's fantasy football line has 
steadily increased in size and maintained the quality of their 
other miniatures but there are a few things that I think would 
make them even better. The footballs seem a small bit over- 
sized. Maybe this isn't a real issue. If you look at the number 
of oversized weapons (from pretty much all manufacturers) that 
we've gotten used to then a football that's a small bit bigger than 


I think it should 

be might really 
not be worth of a 
discussion. I'd 
like to see some | 
fantasy _ football 
models that are 
not carrying the | 
football. We need 
guys to do the 
smashing and hit- 
ting too. 


Name: 
MSRP: 


280112-0054 Dog Warrior & Dogface 
16.00€ 


—— 
HOLOCARD Ref: 2661 12-0064 


Dog Warrior 6 Dooface teminiatres) 
oe 2 Chain Rifles “=="°"* 


Ariadna 


Oh yeah, more big dogs for my Ariadna army! In this blister 
you get two figures, each of them coming in three pieces. The 
set represents the two physical phases of one soldier. The Dog- 
face is the regular or "human" version of the model and he's 
carrying two chain rifles and wears a long hooded robe and a 
pair of oversized jeans and bare feet. There were several bits of 
flash and small metal burrs on the model that needed to be 
cleaned before he could be assembled, but the mold line was 
undetectable. He has a long ponytail draped over his chest and a 
very stern look on his face. Once assembled he sits on a stan- 
dard round slotta-base. The second model is much larger and 
represents a transformation that the Dogface undergoes after 
being injured. He becomes a Dog Warrior and bulks up consid- 
erably, almost to the size of an ogre. Basically, it's a very large 
werewolf that's carrying two guns that would normally be 
suited to being carried in two hands by a normal sized model, 
but are definitely one-handers for the super-sized guy. Upon 
transformation he discards his cloak and shows off a muscled 
bare chest and you also get a look at a few pouches, a grenade 
and a knife on his belt. His jeans have now become skin tight 
and I like that the sculptor took this into account on both mod- 
els. The jeans are too loose on one model and too tight on the 
other. It's not like in the Hulk comics that I read as a kid where 
Dr. Banner's pants would still fit just fine regardless of his size, 
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HFFO006 @t least that's how I remember it. Also, the guns on both models 
Fatgoblin are the same size which is a nice bit of proper continuity be- 


tween the models. There was also some cleaning needed on the 
big guy, but not as much as on the smaller one. The arms fit 
onto the body up at the shoulders and don't leave much 
poseability unless you want to break out the green stuff. I'll pass 
on any conversions as I think he looks fine as is. Outside of 
Infinity the larger model could be used as a player character in 


_ Feng-Shui or Traveller20. 


280113-0058 Ariadna Para-Commando 
7.00€ 


Name: 
MSRP: 


HOLOCARD REF: 2601 13-0069 
Para-Commando. 
or Rifle 6 light GL“ =2Pe"= 


/ Rriadna 


This three-piece model depicts a paratrooper that has recently 
hit the ground and is getting ready to get into the fight. The 
main model is hunched over and is dragging his parachute and 
gear (the left arm and gear is a separate piece) while he carries a 
grenade launcher (also a separate piece) in his right hand. The 
model comes with two bases, a standard 25mm round base and 
a larger 40mm round base. The larger base has adequate room 
for the miniature and his parachute/gear but puts the figure on a 
larger base than is intended for a model his size. The smaller 
base can also be used but the parachute/gear will hang off the 
edge of the base. I'll be mounting mine on the larger base and 
just have to remind myself, and my opponent’s, of how we need 
to consider his base size during the game. He’s not wearing a 
lot of armor but does carry quite a bit of gear including a 
breathing mask, a knife and lots of pouches. It did have more 
flash than a lot of other Infinity models and did need some 
more cleaning before it was ready to assemble, but I found no 
visible mold line anywhere on the model. In game terms the 
Para-Commandoes wear camouflage that gives their opponent's 
a —3 modifier to shoot them and they have a huge freedom of 
deployment on the board, as their name would apply. I'll defi- 
nitely be adding more of these to my Ariadna army, but I would 
love to see another model for this troop type that matches the 
female paratrooper in the rulebook. 


Name: 
MSRP: 


280411-0057 Hassassin Ragiks (HMG & Rifle) 
12.00€ 


Hagqqislam gets some jump-capable troops to move around the 
battlefield with some more ease than regular troops with the 
Hassassin Ragiks. Each of the two models in this blister comes 
with at least five parts that go into the complete model. Two of 
the parts are small jet turbines and wings that fit easily into 
grooves on their backs, but they will need to be carefully re- 
moved from the metal sprue that they are cast on. One guy 
cradles a heavy machinegun in two hands while the other car- 


ROLOSARD REF: 23055 £0087 
Hassassin Ragiks 
eagle HMG, Rifle “~"*" 

-. rN 


mm, 


ries an assault rifle in one hand and a sword in the other. There 
were some little bits of flash on most of the parts but these guys 
went together pretty easily. They are both wearing what looks 
like heavy futuristic plate armor with a sealed helmet and look 
very cool. 


Name: 
MSRP: 


280410-0055 Ghulam Infantry: Hacker 
7.00€ 


HOLOCARD REF: 260410-0055 
Ghulam Infantry 


Hacker ~"* 


Haqaislam 


In this blister you'll find a three-piece model and a small clear 
plastic sheet filled with diagrams and symbols. The figure is of 
a Haqqislam Hacker and other than a small bit of cleaning that 
was needed on his gun arm and the fingers on his left hand he 
didn't need much attention before assembly, but the mold line 
was visible (fainltly) in a few places. His armor is covered in all 
sorts of pouches and little bits of gear and the detail is superb. 
The helmet covers the top half of his face and his whole head 
but his nose, mouth and beard are still visible. The gun arm can 
be rotated into a few positions to add to the assembly options. 
I'd expect that the clear plastic sheet can be cut up and glue one 
of them onto the extended hand of the hacker after painting the 
model. I've not tried this myself yet, but it's something that you 
really only get one shot at to get right so be careful when (if) 
trying it yourself. Even though this is a cyber-hacker-type 
model it would do well as any type of sci-fi fighter armed with 
an assault rifle. 


Name: 
MSRP: 


2803 14-0053 YuJing Ninja (Sniper) 
7.00€ 


Greetings, I’m [Brian] back with another review of a Yu Jing 
faction model for Corvus Belli’s 28mm, skirmish, sci-fi game, 
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Infinity. As the title of this article 
suggests this figure is Ninja with 
Sniper Rifle. This lethal lady (she 
has very noticeable feminine at- 
tributes) comes in four pieces, 
which is rather a lot compared to a 
lot of other Infinity models. These 
parts are the main body, the head, 
the left arm, and the right arm with 
the sniper rifle. As usual there is 
very little flash on the pieces and 
no mold lines that I can see. The 
only difficulty I had in assembling 
all the parts was getting the left 


HOUOCARD Ref: 260318-0063 


Ninja 
Yu Jing 


Sniper 


hand, which is on the stock of the rifle, to match up with the left 
arm at the wrist joint. Someone with smaller, non-sausage 
shaped fingers will have an easier time matching those pieces 
together. Overall this model is quite lovely and well within the 
parameters of quality that I have come to expect out of Corvus 
Belli. The pose is the only issue I have with this Ninja. I like 
the pose because it emotes a sense of action, but from a realism 
(I know, I know, it’s a game not reality) standpoint she’s not in 
a good shooting stance. My father was a range instructor in the 
US Army long ago and he taught me how to shoot. This pose is 
not one that dear, ol’ dad ever showed me. But, like I said, this 
is a game and aesthetics are very important for tabletop games 
in this scale. You will not be disappointed to have this lovely 
(and lethal!) lady on your gaming table to reach out and touch 
the opposition from a safe distance. 


Name: 
MSRP: 


280505-0050 Mobile Brigada (HMG) 
7.00€ 


Okay, if you don’t already like the Nomad army, this model is 
likely to make you give this army a second look. This trooper is 
one heavily armored dude that looks like he could survive in 
just about any environment up to and including deep space and 
underwater environments. The model comes in four pieces, 
two arms, one leg, and of course the torso. The obligatory 
round plastic slotta base is also included. The right arm and 
right leg fit perfectly into well molded joints. In fact, all these 
pieces fit together as well as any model of this type I’ve ever 
seen hiding the joints perfectly. Some very skilled sculpting 
went into this model. There were only a few small specks of 
little flash, and only minor mold lines on this model, and in fact 


FANTIZATION 
MINIATURES Swe shinwortdwide® 


Female Sergeant 
of the Imperial 
Arquebusiers 


FANTIZATION Fantization Miniature Gift 
MINIATURES Certificates are always 
XY available and now more then 
ever they make it easy to 
shop for that "Mini-Fanatic" 


GIFT CERTIFICATE | ©" your holiday shopping list. 


Fantization Miniature Gift Certificates are available in seven 
denominations to choose from; $10, $20, $30, $40, $50, 
$75, or $100. We can email them or we can send them via 
the US Postal Mail Service. So shop smart, shop for FM Gift 
Certificates this Holiday Season. 


ORDER|TOLU FREE INTHEUS & CANADA MEF 820)PSTa1-866-GEI-FIGS (438-3447) 


HOLOCARD REF: 260506-005 1 


meal Mobile Brigada 
z i HMG, 


Nomads 


that can be said for all the models from Infinity. All the joints 
are so well done that they will be plenty strong, and even 
though he is standing on only one foot, there is no weakness 
there either. This is a model I think I would want more than 
one on the battle field just for the intimidation factor. 


280506-005 1 Intruders 
12.00€ 


Name: 
MSRP: 
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Next up for the Nomad army are these bad boys. Two models 
come in the blister both in different poses. Each of the models 
come in four pieces and come with round plastic slotta bases. 
Each of these figures has both of their arms attaching at the 
shoulders with small ball in socket joints. In one case, the 
Combi Rifle is in the right hand and the left hand holds a gre- 
nade of some sort. The other model has the Combi Rifle in the 
left hand with the right hand raised. Both of them also have a 
small antenna that attaches to the side of the helmet (also in a 
ball and socket type joint). Both of these guys have very de- 
tailed armor, and the sculptor has really kept an eye on the par- 
ticulars. In fact, one has two grenades on his belt and the other 
has only one, think that might give you a clue as to which one 
has a grenade in his hand? I think the Nomad army has some of 
the impressive looking body armor and their Combi rifles are 
also just enough different to make them a couple steps higher 
on the “cool looking guns” scale. These guys are a couple of 
great looking models. 
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Name: 
MSRP: 


280507-0052 Alguacil (Hacker) 
7.00€ 


HOLOCARD REF: 280607-0052 


Alguacil 


So now we have an armed Hacker for the Nomad army, geeks 
with guns, I like it. This guy, like most the other models in this 
army has very cool looking armor (if you can’t tell, I really like 
the look of this army). The model comes in a total of five 
pieces, and that is not counting the round plastic slotta base that 
also comes with it. The blister 
also contains a clear plastic 
sheet with a variety of heads 
up holographic  displays/ 
controls on it. Besides the 
main torso, there is an arm 
holding his rifle, another arm 
with its hand up as if dancing 
over the controls of a holo- 
graphic control panel, and 
then two antenna blades. Both 
arms fit to the torso with nice 
ball in socket joints and the 
antenna blades have the same 
sort of thing only smaller. As 
I mentioned earlier, the armor 
on this dude is very nice look- 
ing, and the detail is really good. The model overall is a high 
quality well balanced figure. If there are any weak points on 
the model it would be the antenna blades since they are fairly 
slight and stick out a bit, but they are pretty well protected, so 
unless you drop the model you should be okay. This model is 
another great example of the good quality of stuff coming out 
for the game of Infinity. 


280213-0061 Jeanne D’Arc 
7, OO€ 


Name: 
MSRP: 


Here is the latest model to come out for the PanOceania army in 
the game of Infinity. She comes in four pieces, though one of 
them is an optional Multi-rifle that would probably make her 
look a bit crowded if you actually used it. Each of the two arms 
come detached, one of which is holding the very respectable 
looking sword. The forth piece is of course her torso. As is 
normal for infinity models, the detail on this gal is very clean 
and distinct. In fact her armor is pretty amazing stuff, a kind of 
futuristic high tech armor that is in a medieval type style. Her 
face is really well done and because her stance, and the fact that 
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her hair is flowing behind her head, her face is really shown off 
nicely. Both arms attach at the shoulder with nice sized ball in 
socket joints. The joints are not only strong, but they are even 
hidden quite well by the shoulders pads that she wears. She is 
pretty much free of mold lines, and the few spurs of metal on 
her are easily removed and cleaned off. This is an excellent 
model and a really cool addition to the PanOceania army. 


280509-0058 Szalamandra Squadron 
25, 00€ 


Name: 
MSRP: 
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This model is a hefty chunk of metal. There are five major 
pieces, and each piece in itself is sizable. The five major pieces 
include the two arms, a head & shoulders pieces, a leg and the 
mid section with the other leg. After that, there are six minor 
pieces and a large round plastic slotta base. Three of the minor 
pieces are what I think are exhaust pipes, and the all are 
mounted on a common sprue. Then we have two pieces that 
make up the ammo belt feeding the big ‘ole gun in the mean 
machines left arm. These are also mounted on a common 
sprue. Finally there is an antenna fin that attaches to the back 
of the ... uh... head? There are several metal spurs on the 
model, but there are hardly and mold lines, a fact that is pretty 
impressive for a model this size. The are also a couple sprues 
that need to cut away and cleaned off. The trickiest part, when 
putting this beast together, is the ammo belt. Being two pieces 
is one thing, but the fact that you have to bend it into the right 
shape to fit, that makes it a bit more challenging. There are 
definitely no balance issues with this big guy, and the weakest 
parts of the model would have to be the smaller pieces that kind 
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of stick out away from the model. Even so, this is a model that 
is just too cool to pass up. In fact, after playing the battle report 
you can read in this issue, I would have to say that these dudes 
add so much to your army, that you don’t want to leave home 
without one. 


280510-0060 Reverend Moira 
7, OO€ 


Name: 
MSRP: 
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Here is another female close combat expert, this time it is for 
the Nomad army. Of course, she also has a 
multi-rifle, so she is not exactly one-dimensional. 
The model is solid cast metal and comes in three 
pieces, plus it comes with a round plastic slotta 
base. Two of the pieces, are her left and right 
arms and the weapons that they are holding. The 
third piece is the rest of the torso. Her stance is 
really cool, and in an industry where finding an 
)) original stance is almost a thing of the past, I 
have to say that the sculptor here has done an 
excellent job. There was a little more flash and 
metal spurs on her than I am to seeing on Infinity 
models, but nothing that was difficult to remove 
or clean off. Both arms attach at the shoulder 
with small ball in socket joints making for solid 
enough joints. This is very nice looking model 
with not only the detail being well done, but it is 
also fairly unique and gives her a look that 
makes her stand out from the other Infinity models I’ve seen. 


Reviews by Mark Theurer, Clay Richmond 
and Brian Ahrens 


Name: 3109 Kouraneth, Evil Knight 
Sculptor: Bob Ridolfi 
MSRP: $ 3.99 


Kouraneth is a one piece 
solid cast model with a small 
integrated metal base. The 
base in fact is barely larger 
than the knight’s stance, so 
he is definitely one that you 
will want to mount on an- 
other secondary base. I had 
to do some minor straighten- 
ing on this guy, his sword 
was bent and one of his two 
bat wings on his helmet had —— 
a bent tip (the bat wings on the helmet are really cool by t the 
way). His armor for the most part doesn’t have a real overly 
“evil” look to it, so really he could also be used in a non-evil 
role too. But there are a few cool touches that kind of hint to 
his alignment. For one, his shield is embossed with a sword in 
a field of fire and the second of course are the bat wings on the 
sides of his helmet. The final small touches are small flame 
looking ruins on his sword. All together, he looks like one well 
armored knight whether its for the dark side or not. I could find 
no mold lines on him and only the smallest traces of flash. This 
is a cool model that can work as a character or a personality that 
your party might be especially interested in ridding the world 
of. 


Name: 3114 Deva, Angel 
Sculptor: Jeff Grace 
MSRP: $ 15.99 


This is one very im- 
pressive model. It 
comes in five pieces 
not counting the 
round plastic  slotta 
base, but one of the 
pieces is only a sup- 
port that fits into the 
slotta base and sup- 
ports the model from 
beneath. The torso is 
in two pieces, the 
lower half primarily 
being nothing more than the voluminous billowing gown she is 
wearing. The upper half has the rest of her body with the ex- 
ception of left arm which is attached to the shield it holds which 
comes as a separate piece. The final piece is the most impres- 
sive, and that is the wings. These puppies have a wing span of 
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almost 2 %4” and measure about 2 4” from top to bottom. Nor- 
mally, wings such as these are solid molded with no separation 
between the separate feathers on the wing. On this set, not only 
are the feathers very detailed and nicely shaped, but they actu- 
ally separate from each other at the wing tips. I do believe that 
they are the most impressive set of wings that I’ve seen on a 
model of this kind. The wings attach to the upper torso in a ball 
in socket joint, and they are molded to the back so that there is 
contact all the way to the hips making for a nice solid joint. 
The left arm also attaches at the elbow in a ball in socket joint. 
The upper torso fits into the lower torso in a large molded “V” 
provided a very large amount of surface area which translates to 
“solid joint”. Altogether, the model is well engineered, solid, 
and one good looking figure. 


Name: 3118 Dungeon Loot (2) 
Sculptor: Olley / Williams 
MSRP: $7.99 


Ah, more terrain-like 
bits! Just two in this 
pack but both are 
usable in either a 
diorama, as terrain or 
objectives in a minia- 
tures game or as ac- 
tual treasure in a dungeon-crawl rpg. The smaller of the two is 
about 3/4" square and is home to a plate chest piece, a nice 
feathered helm, lots of coins, some pouches and what appears 
to be either a lantern or a brazier. All very nicely done and just 
a small bit of scrapping needed on one edge to get it ready to 
prime. The other piece's main feature is what looks like a large 
stone carved tiki head. It's surrounded by some coins, weapons, 
a skull, several cups and some more bits and pieces. It's on an 
oval base and is probably my favorite of the two just because it 
stands out more and would make a more visible objective in a 
tabletop miniatures game. 


Name: 3119 Rafael, Vampire Noble 
Sculptor: | Bobby Jackson 
MSRP: $4.99 


Rafael is a classic looking vampire with a long billowing cape 
and definitely a "Dracula" look to him with sharp, detailed fa- 
cial features and exposed fangs. His right hand is a separate 
piece that attaches easily to the arm. I think the bend in his 
right hand is a bit exaggerated, but maybe he's double- 
jointed. All I know is that I can't make my hand go in the same 
angles as his. His left 
arm is throwing back 
his cape and _ it's 
opened up like it was 
caught in a gust of B®, 
wind. It adds move- 
ment to the figure with 
Rafael still pretty 
much standing in a 
somewhat static posi- 
tion. It reminds me 
of a movie scene 
where Dracula faces 
his hunters and throws 


back his cape and bares his fangs like a trapped animal. Good 
look and pose and very good execution and detail here. His 
clothes are aristocratic in nature with a frilly collar and trim on 
his clothes that will be easy to pick out when painting. There 
were some bits of flash along his cloak but I could not find the 
mold line so cleanup was easy and quick. 


Name: 3120 Thigra Angel Archer 
Sculptor: | Sandra Garrity 
MSRP: $ 5.99 


Okay, here is a variant of Cu- 
pid that I actually like. Of 
course, the fact that it’s a 
“she” Cupid and that she is all 
grown up, helps. Thigra (is 
that Nordic?) is a two piece 
solid cast model with one of 
the pieces being the wings, 
and the other being the torso 
(including all the limbs and 
weapons). She comes with an 
attached metal base that is a 
bit bigger and a bit thicker 
than normal for model of this 
kind which helps counter bal- 
ance the wings. The wings fit onto her back with a large ball in 
socket joint with enough surface area to make for a 
decent joint. The upper arm of her bow may be 
slightly subject to being bent, but the one I got didn’t 
need any straightening. Besides that, there are no 
other weak points in the model and the base has 
enough weight to it to keep the model stable. There 
are only a couple slight mold lines, and the few 
pieces of excess metal on her were easy to remove 
(one of them is a small support piece from her right 
foot to the base of the quiver hanging from her hip). 
Archer angels are not all that common, and this I 
believe is the best one I’ve seen. 


Name: 3121 Abyst, Demon Lord 
Sculptor: Jim Johnson / Jason Weibe 
MSRP: $29.99 


This large figure comes in six pieces and is a re- 
sculpt of the original (sculpted by Jim Johnson) 
Abyst that was available in an older boxed set from 
Reaper. I compared the two on Reaper’s website 
store and the body of Abyst appears the same as the 
original model as do the staff and flaming sword. 
Abyst is easily twice the height of a human-sized 
figure and his body is covered in scales on his upper 
torso and fur on his legs that end in cloven hooves. 
There was only a tiny bit of flash up on top of his 
horns but other than that the body came out of the 
mold ready to assemble. The staff needed a bit more 
attention but really nothing out of the ordinary. My 
staff was a bit bent in the package and needed to be 
carefully put back straight. If this happens to yours 
just take your time and carefully flex it back into 
alignment. Of course, you could also carefully bend 
it into a curved shape. The sword is not covered in 


flames but 
has them 
dancing 
over the 
blade. It’s 
a bit shorter 
than what I 
might give 
a Demon 
Lord Model 
though. 
The wings 
are where 
we get into 
the real re- 
sculpt of 
the model 
and boy are 
they a big 
change 
from __ the 
previous ones. Three pieces make up the wings and they ex- 
tend his height another couple of inches, effectively doubling it. 
All three pieces needed a bit more cleaning than the other parts 
a the mold line was somewhat visible in places. The main piece 
fits onto his back and you might want to do a dry-run fist to see 
if you want to glue it into place before priming the model. I’m 
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still debating whether to paint the assembled wings separately 
from the rest of the model. The upper half of each side of the 
wings slides into a notch on the lower base part. I would sug- 
gest using epoxy to glue them into place for added stability 
because I don’t really see how you could pin them. I’d also 
suggest putting the whole model on a large square or circular 
base so he’s less likely to topple over. Abyst has a very old- 
school D&D feel/look but the new wings are great and I’m glad 
that the model was updated with them and put out into general 
release. 


3122 Tombstone 
Various 
$ 9.99 


Name: 
Sculptor: 
MSRP: 


This a 
cool blis- 
ter, espe- 
cially if 
you are 
into mak- 
ing  dio- 
ramas, or 
terrain. There are actually six single piece tombstones in the 
blister, three of them mounted together on a common sprue. 
The all have an evil look to them with things adorning them 
that range from a simple little skull to a full blown skeleton 
standing next to it. They are all pretty clean of mold lines and 
flash, but there is a small amount of work needed in cleaning 
the sprue off the bottom of the three smaller headstones. All of 
the models are stand alone, but I personally think that the com- 
mon theme that surrounds them make them ideal to group to- 
gether in a single setting of some sort. I just might have to put 
on my thinking cap and come up with something. 


Name: 3123 Townsfolk VII: Village Mob 
Sculptor: | Bobby Jackson 
MSRP: $ 10.99 


This blister has three different models in it, all of which are 
single piece, solid cast models. They all also have an attached 
metal base that comes as part of the model. The models are all 
of peasants, or townsfolk as the blister calls them, and they 
don’t look like they are going to the town dance. In fact these 
folks could have been the same ones that chased down old 
Frankenstein. I’ve seen a lot of “townsfolk” models, but these 
are the first one’s I’ve seen where they are all carrying torches. 


Two of them are men, the first has a pitchfork, and the second 
has a scythe. The third model is a lady wielding a rolling pin. 
All three are holding burning torches held high in their left 
hands. They all could be yelling or chanting or something by 
the look of their facial expressions. All the torches are easily 
bent, as are the weapons each holds, so there is some slight 
work to make them all straight when they come out of the blis- 
ter. Flash and mold lines are not really significant, but there is 
one support post going from the handle of the pitchfork, to the 
base of the model holding it. All the bases are large enough 
and to provide good stability. This a nice set of models that 
will fit some unique roles. 


Name: 3125 Bailey Siverbell, Dwarf 
Sculptor: | Werner Klocke 
MSRP: $3.99 


Bailey is a female dwarf that is 
armed with a crossbow and 
sword. Her sword, and right 
arm, come as a separate piece 
that needs to be glued into 
place. The pose has her reaching 
back to get her crossbow and her 
cloak is brushed aside. The face 
is beautifully done, but I've come 
to expect that of Werner 
Klocke's figures and can pick his 
out of a bunch just by the face 
alone. Her armor is a mix of plate and chain. Hair can be seen 
poking out from under her hood and while she has prominent 
cheek bones her face is not pudgy or fat. Other than one tiny 
bit of flash and needed to cut off the sword from the base there 
was no cleaning needed with Bailey at all. I like the figure 
quite a bit. Her armor makes her look a bit thicker than she 
would normally be if she was not wearing it and she might be 
able to pass for a female halfling if you need one in your party 


Name: 3126 Ghoul Queen & Servants 
Sculptor: | Werner Klocke 
MSRP: $12.99 


There’s a whole bunch going on with this ghoulish set of 
figures. First I’ll look at the two servants of the queen. Each is 
a different pose of what definitely looks like a ghoul, only 
smaller. Maybe as small as halfling sized. One carries a shove 
and the other an axe. Their weapons are separate pieces that are 
cast as part of the main little ghoulie figure and need to be 
clipped off and attached. 
They are both disgusting 
looking little wretches and 
fit right into the overall 
theme. The one carrying 
the axe also has a severed 
arm in his’ mouth. 
Nothing like a late night 
snack, eh? The queen ha 
two separate pieces that fit 
onto the base model. A 
large set of bony 
protrusions fit onto her 
back and a very strangely 
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barbed sword sits across her back. Unlike Reaper’s Ghoul 
King, who is a big bloated ugly mess of a creature (I mean that 
in the best way possible) she is slender (not emaciated though) 
and quite easy on the eyes. A paintjob in appropriately icky 
colors will do her very well. She is dreassed in a flowing dress 
and tight-fitting bodice and definitely looks evil, just not 
corpse-eating evil. The last piece in the set is a piece from a 
ruined church or templs and it would make a great piece of 
terrain in a graveyard scene or as part of a diorama. If undead 
are a prominent monster in your campaign (as they are in mine) 
she'll fit right in. 


Name: 
Sculptor: 
MSRP: 


3127 Fallen Elves (2) 
Patrick Keith 
$7.99 


Not dark 
elves, or 
drow, by 
any stretch 
of the 
imagina- 
tion (and 
they're not 
supposed 
to be) 
these 
"fallen" 
elves have 
an evil 
natural 
look to them. Blighted would be the word that comes to mind 
with these. There's a male and female in the set and both are 
carrying a sword and shield and are in combat poses. The 
male's sword can be repositioned a bit if you're careful but the 
female's is attached to her head so some cutting would be in 
order if you want to move it at all. Their swords have twisting 
vines on the blades and their shields look like some kind of 
chitin or carapace. Armor looks kind of like a cross between 
the two, being tougher than the vines but not as solid as their 
shields. With visible pointed ears they are definitely elves and 
would make good minions to an evil druid. 


Name: 3128 Sela Windsprite, Elf Pirate 
Sculptor: | Werner Klocke 
MSRP: $3.99 


Well, I’m (Mark) only a few reviews into my Reaper stuff for 
this issue and I think that 
Ive found one of my 
favorites in this elf pirate. 
Her sword comes as af 
separate piece and after 
being clipped from the base 
fit into place on the body 
easily. The mold line was a 
bit more visible than on 
some other figures but 
there was no flash to worry 
about. She’s wearing tight- 
fitting piratey clothes and is 
well endowed up top 


without suppering from Pamela Anderson Syndrome. Her right 
arm is extended and carries a multi-barrelled pistol so she might 
not fit into a very low-tech fantasy campaign, but I have no 
problem with it at all. Detail, especially her face, is extremely 
well done and the only way you know she’s an elf is because of 
the name of the figure. Her pointy ears are covered by her long 
flowing locks. The monkey on her right shoulder takes the 
model from great to outstanding for me. Sure, it could have 
been a typical parrot, but I’m glad that Mr. Klocke put a 
monkey up there instead. This is just a great figure that could 
work in an Iron Kingdoms or straight D&D game. 


Name: 3130 Isabella Florentina, Female Swashbuckler 
Sculptor: | Sandra Garrity 
MSRP: $ 3.99 


Isabella is a one 
piece solid cast 
model that comes 
with her own metal 
base already cast as 
part of the model. To 
me, the name on the 
blister fits this model 
perfectly. She is 
armed with a sword 
in each hand and 
dressed in a_ loose 
fitting outfit that 
could in a pitch pass for a number of rolls beyond the one of 
being a pirate (she could for instance do just fine as a two 
weapon wielding ranger). Her detail is also really well done 
with all her features being very distinct and quite clear. Her 
swords are sticking out pretty far so they may be prone to get- 
ting bent, but they do have some strength to the so it won’t hap- 
pen casually. She is well balanced, and her base is round and of 
a nice size so that she won’t easily be knocked over on the 
game board (or a rolling deck of a clipper for that matter). Her 
base is also textured to look like she is standing on a wood floor 
(or deck) and is a nice plus. If you are collecting pirates, don’t 
miss this one. 


Name: 3131 Eric Swiftblade, Swashbuckler 
Sculptor: | Sandra Garrity 
MSRP: $ 3.99 


This character could be a 
good match with the previous 
model (Isabella) in a pirate 
version of Bonnie and Clyde. 
This one is also a single piece 
solid cast model with an inte- 
grated metal base that is tex- 
tured to look like wooden 
floor (like say on a ship). 
Like Isabella, this guy is also 
dressed in pirate like garb, but 
it definitely has a more pirate 
like look to it so he would be a bit harder to use in some alter- 
nate role. Only a few small spurs of metal can be found on him 
and there are no real mold lines in evidence anywhere on him. 
Like Isabella, his features are clear and distinct making him a 


good looking model. He is another keeper for any pirate collec- 
tors out there, and I would also personally recommend getting 
the two together as a set. 


Name: 
Sculptor: 
MSRP: 


3132 Loftis, Male Angel 
Sandra Garrity 
$ 6.99 


Sandra has 
evidently 
been busy 
as this 
model is the 
third in a 
row from 
her skilled 
hands. 
Loftis is a 
two piece 
solid cast 
model and 
like = San- 
dra’s other work, he is very nicely detailed. The pieces are 
pretty obvious as one piece is his “lofty” set of wings, and the 
other piece is the rest of him. The wings fit onto his back with 
a good and solid tab so the joint is plenty solid, and the square 
tab also helps to insure that the wings don’t get cock-eyed when 
you glue them on. The only cloths/armor that he is wearing is a 
short Roman style skirt and some sandals. His upraised sword 
is the only thing on him prone to being easily bent, and you 
may well have to straighten it when it comes out of the blister. 
As for mold lines and flash, this model is extremely clean 
which is saying a lot since this guy has a whole lot of skin 
showing. I like this model and with Reaper’s batch of angels 
this quarter, I think I'll start putting together an angel/flying 
army. 


Name: 3133 Scarlet Lotus, Female Monk 
Sculptor: — Patrick Keith 
MSRP: $ 3.99 


This model looks like she could be the 
sister of the Crimson Fist (03134), and 
she is even dressed and outfitted in 
much the same way. Like him, she is 
not what you would normally expect 
to see in a monk, but I’ll bet you sure 
would like too. Scarlet is a single 
piece, solid cast model with a fairly 
small attached metal base. What few 
mold lines there are on her, are very 
slight and the only other excess metal 
on her are a couple of small easy to 
remove spurs. She is balanced, but her narrow base won’t hold 
her up if you bump her too hard so a secondary base for her 
might be in order. She has some excellent detail on her and I 
am especially impressed with her facial features and finely de- 
tailed hands. She and the Crimson Fist would make a great pair 
together. 


Name: 3134 Crimson Fist, Male Monk 
Sculptor: Patrick Keith 
MSRP: $ 3.99 


At first glance, I didn’t think this 
guy looked much like your ordi- 
nary monk. He has long un- 
bound hair which is not what I’m 
used to seeing on a monk (not 
that there is anything wrong with 
it, I’m just so used to bald 
monks) and he has a lot more in 
the way of clothes and equip- 
ment on his belt than usual. But 
then on second thought, if I were 
to play a monk in a role playing ss ie 
game, I think this is exactly what I would want him to look like 
(but that’s just me). The model is a one piece solid cast model 
that comes with an integrated metal base. Mold lines are very 
slight, and there was no flash to speak of, so the cleanup on this 
guy was quick and easy. He has no weak points on him, so 
there is nothing on him that will easily bend. His base is pretty 
narrow, so although he is stable, it doesn’t take much of a bump 
or knock him over, so I would suggest mounting him on a sec- 
ondary base. 


Name: 3135 B’Thuhl, Bathalian Pirate 
Sculptor: | Werner Klocke 
MSRP: $4.99 


Werner gives us another 
pirate but this one is an 
ilithid. B’Thuhl is a single 
piece model that carries a 
sword in his right hand and 
his left is empty. His sword 
was bent in the package and 
needed to be put back into 
place. The only visible 
mold line was on the sword 
and there were a few tiny 
bits of flash on the base, but — 
he needed less attention a 
than Sela above. He’s wearing a long coat that has been worn 
by long outings at sea and it definteily shows some of this wear 
in its details. A small locked chest, a tankard and a canteen are 
tied to his belt. His head is typical for an ilithid, meaning that 
it’s octopoid in appearance and his face is covered in tentacles. 
I just like everything about this figure and will have to find a 
way to showcase him in a D&D game. 


Name: 3138 Female Necromancer with Tome 
Sculptor: | Bob Ridolfi 
MSRP: $ 6.99 


This is a two piece model, but the pieces are both stand alone, 
so there is still no assembly required. Both have attached metal 
bases and are solid castings. The first piece is a female necro- 
mancer though she could easily be put in any number of differ- 
ent rolls. She does carry a dagger and is wearing some uncom- 
mon and probably expensive clothing, so she won’t easily pass 
for a bar maid, but just about any other “Lady of the Court” 
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type role (especially an evil other gear that are all well done. It's a very well executed 


court) she would do just fine model, but it just doesn't sing to me. There's nothing wrong 
in. The tome is on anther with it and if you need an Arabian-flavored cleric in your group 
story. It’s on a podium that then he's the one for you. 

is obviously out of place in 

any “nicer gentler” setting Name: 14321 Bowsister, Merc Adept 

seeing that is appears to be Sculptor: | Bobby Jackson 

made of skeletal remains. MSRP: $ 4.49 

The lady necromancer has I just love Warlord models. 


some very good detail in her This one is no exception. Fe- 
clothing, and is almost com- male archers are no rarity, but 
pletely free of flash. She has this lady does her darn best to 
a couple minor mold lines, stand above the crowd. If you 
but otherwise she is very don’t believe me, take a magni- 


clean. The same can be said fying glass to this model. The 

for the Tome and its podium. I think this could be another good detail is just great, even under 
set for a dark diorama with some undead and maybe a coffin in closer than usual inspection. 
the background (see 03122 for some ideas). The model comes in_ three 
pieces, plus she comes with a 

Name: 14311 Kassandra, Merc Srgt square plastic slotta base and a 
Sculptor: | Werner Klocke Warlord data card. The two 
MSRP: $ 5.49 smaller pieces are her weapons 


(sword and long dagger) and 
her quiver of arrows. Both attach to her back an rump with 
small ball and socket joints. They are actually interchangeable, 
so you can choose which goes where, but I think it looks better 
with the quiver on her back and the weapons below it. The 
only cleanup is removing a post supporting the lower arm of her 
bow, and the sprue that holds the other two pieces, there are no 
mold lines or flash that I could find. I just love Warlord mod- 
els. 


This model is unusual 
in more than one way. 
Besides some of the 
more obvious _ stuff 
(like having a cloak 
that is more like two 
banners or maybe a 
cloak split evenly in 
half), this model 
comes in three pieces 
and one of them is the 
lower left leg. It also 
comes with a square 
plastic slotta base and Callindra comes in three pieces 
a data card. The leg (body, right arm/sword and 
attaches at the knee and looks almost like her sword play is part quiver/scabbard) and the first 


Name: 14322 Callindra, Mercenary Captain 
Sculptor: | Bobby Jackson 
MSRP: $4.49 


of a dance. The third piece is the lower left arm and the second thing that sttruck me about the 
sword that it holds. Both of her swords are long and slender, model was the pose. She’s in a 
and with her stance and exotic clothes, it does a great job of very relaxed and almost arrogant 
enhancing that visual of this lady making her fighting technique pose (at least to me it looks that 
something of a deadly dance. The figure is rife with fine detail way) with her sword held out and 
and the overall effect of the model is very captivating. There her head angled back and I like it. 
are no mold lines or flash, so the model is clean and easy to get Almost as if she doesn’t think she 
ready for painting. I think this model is definitely an eye needs to worry about whomever 
catcher and will be a presence on any table. she is facing. Her sword arm fit 

easily into a notched joint but her 
Name: 14318 Cleric of Ishnar, Mercenary Cleric quiver/scabbard was a little more 


Sculptor: Jason Weibe 
MSRP: $4.49 


tricky as it also has a length of her 
hair attached to it so you need to get it just right or it will look a 
bit off. Her armor is extremely well done and bow is especially 
nice. There was a mold line in a harder to reach place 
(underside of her arm close to her body) but overall she didn’t 
need too much cleaning. I really do like the pose of the model 
quite a bit and she would do very well as a wood elf player 
character in any fantasy game. 


This cleric has a definite Arabian 
feel to it and he's wearing a turban 
and long flowing robes. There's a 
staff in his right hand a couple of 
scrolls in his left one. Padded armor 
and a few metal plates make up his 
protection. There are other nice de- 
tails on the model like some holy 
symbols, backpack, bedroll and 


The Epic : a 


HarnWorld is the ideal 
setting for your fantasy 
roleplaying campaign. 
HarnWorld contains a 
beautiful map of the 
Harnic Isles, and maps on 


Master HarnMaster is a roleplaying 
game that emphasizes 


character background and 
combat realism. Includes 
Character Generation, 
Skills, Combat, Psionics, 
Campaigns, Encounters, languages, trade routes, 
Treasure, and a Harnic ocean currents, prevailing 
Bestiary. The rules are winds, tectonics, and even 
modular and looseleaf, Say Star charts. Cultures, 
with dozens of options to [777 > 4 economics, history, 
customize your game. PS ORT politics, and religions are 
tie | all detailed. 


= HarnWorld is supported 
by an extensive series of 
kingdoms, cities, castles, 
manors, abbeys, and more. 


HarnMaster is supported 
| by many expansions 

| including Magic, Religion, 
' Manors, Pilots, and 

"14@ Barbarians. 
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Name: 14323 Flara Vale Breaker, Elf Grunt 
Sculptor: | Werner Klocke 
MSRP: $4.49 


Flara is a one- 
piece elf fighter 
that is wearing 
full plate armor 
(even thought 
the color data 
card that comes 
in the blister 
makes it look 
like she has a 
mixture of plate 
and leather I 
think she looks 
better in full 
plate) and car- 
rying a two-handed sword. The only exposed flesh is her face 
and ears and looks like she'll be very easy to paint since she's 
mostly armor with a few other bits to pick out. She's in a some- 
what relaxed pose and I think that I'd have preferred her in 
more of a combat action pose, maybe with the sword raised 
above her head about to slash down on an opponenent. All 
details, like her face, hair, and very small detail work on her 
armor, are all very well done and she would do nicely as an elf 
player-character model if you're not looking for an addition to 
an Elf army in Warlord. 


Name: 14325 Nogrin, Dwarf Adept (Piercer) 
Sculptor: | Werner Klocke 
MSRP: $ 4.49 


This is a two piece solid cast 
model complete with a square 
plastic slotta base and a War- 
lord data card. One piece is a 
loaded crossbow that has his 
right arm and left hand at- 
tached to it. The second piece 
is the rest of him. He is clas- 
sical looking dwarf covered 
from head to toe in heavy 
armor. There is nothing on 
him that can be easily dam- 
aged, again just like the “real” 
thing, the only excess metal to 
be found on him is a tab on 
the smaller piece that needs to be cut away and there are no 
mold lines. The crossbow fits onto the torso with two ball in 
socket joint, one at the left wrist, and the other at the right el- 
bow. Plus, it is all very compact, so there is definitely no issue 
with strength on this little guy, or for that matter balance. The 
model also has very nice and very sharp details. This is a good 
model for role playing games as well as for the game of War- 
lord. 


Name: 14328 Olivia, Mercenary Cleric 
Sculptor: | Werner Klocke 
MSRP: $4.49 


Olivia is a female cleric that looks like an excellent healer 
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model for a party of adven- 
turers in a _ fantasy 
game. She is dressed in a 
long hooded robe and while 
she's carrying a mace she's 
definitely not a combat- 
medic that needs to go rush- 
ing into the fray. There's a 
small canteen on her hip and 
a large book on a strap that 
is hung on a shoulder. Her 
right hand is extended and 
carries a potion or maybe a 
more mundane healing 
salve. Several holy symbols 
have been sculpted onto her cloak and they will be easy to pick 
out when painting her. The face really stands out and she has a 
youthfull appearance. I did find a few light mold lines, but they 
cleaned up quickly and there was no flash to speak of. I like the 
Olivia cleric model a bit more than the Cleric of Ishnar. Maybe 
it's just that she looks more like a "healer" to me and I think that 
she'd fill a good non-combat role to an adventuring party. 


Reviews by Mark Theurer and Clay Richmond 
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Name: 060601 Terri the Seampunk Cowgirl 
Sculptor: Patrick Keith 
MSRP: $ 4.99 


Terri the Steampunk Cow- 
girl is a multi-piece model 
that can be assembled to 
carry either a pistol or a 
spear. She's done in with a 
very steampunk, as_ her 
name would imply, look 
with a steam pack on her 
back and what looks like a 
plate (with steam vents) 
bra. One hot chick! :) She 
also has a separate pair of 
smoke/steam vents that fit 
onto the top of the steam- 
pack on her back. The hat 
looked a bit small at first glance but it's more that she has a lot 
of hair flowing out from under it. There are a few bags on her 
belt and a few metal plates on her pants, but overall she's not 
wearing much armor. 


The mold line was visible around most of the figure but was not 
thick at all and cleaned up quickly. The weapons and vents 
come on a separate sprue and need to be clipped of before as- 
sembly and cleaning for the pieces was about the same as with 
the bulk of the figure. 


The figure's pose has her left hand extended as if she's casting a 
spell or maybe commanding someone to halt before she fires. 
It's a nice figure that has definite applicability in steampunk- 
type games. If she is armed with the pistol she would make an 
excellent Gun Mage character in an Iron Kingdoms D&D game 
or even the leader of a unit of Gun Mages in Warmachine. 
Armed with the spear I think she would do very well as a Jour- 
neyman Warcaster, also in a Cygnar army. 


Name: 060701 Trixi the Galactic Repo Agent 
Sculptor: Patrick Keith 
MSRP: $ 4.99 


Trixie is a single-piece 
model that is carrying a 
grenade in one hand and 
a large pistol in the other. 
She definitely has a 
spunky look to her with 
her hair in pig-tails and 
wearing a_ shirt/jacket 
combo that shows off her 
midriff. She wears tight 
pants with several pock- 
ets and a large belt and 
big boots that are slightly 
reminiscent of those that 
are stylish in the Judge 


Dredd comics. Her jacket is also covered in pockets and has 
padded shoulders. The hair is really well done and has very 
thin individual strands that are visible. Detail on the whole 
figure is clean and well done. 


There were a couple, actually three, very small bits of flash that 
needed to be removed from the model and 
the mold line was faintly visible along her 
arms and on the inside of her legs. Cleaning 
took just about a minute and she was ready 
to be based and primed. I successfully bent 
the right hand, carrying the gun, a bit more 
inwards to make it look more like she was 
looking at the same place that she's pointing 
the gun. If you want to do the same just be 
careful not to mess with it too much and 
weaken the model. 


I like the figure a lot and will be dropping 
her into my APAC army for Rezolution. 
She could also do very well in a Ronin army 
or in just about any modern or sci-fi game. 


Name: 060801 Hesperus the Black Widow 
Sculptor: — Patrick Keith 
MSRP: $ 14.99 


This is one heck of a model, and if you ask me, you are getting 
a whole lot of model for you money. This tough looking lady 
stands over two inches tall and covers roughly 
a three inch square area (some variation de- 
pending on how you assemble the legs). She 
comes in a total of fourteen pieces, so there is 
a little work in assembling her. Eight of the 
pieces are her individual legs, and they come 
mounted on sprues. Each sprue has four legs 
on it, and the four are slightly different in 
length and angle. Her sizable abdomen (her 
rear section) comes in two large halves ac- 
counting for two more of the pieces. The 
remaining pieces are her Thorax (mid section 
where six of the legs attach) her long spear 
(with both of her hands attached), most of the 
human part of her, and finally her left arm. 
Besides the sprues, and a post that attaches 
the thorax and left arm pieces, there is sur- 


morgankeithstudios.com 


prisingly little metal to clean off, and that goes for mold lines 
too. In fact, cleaning is by far the easiest part. Assembling this 
man eating lady is another story. Luckily it is well engineered, 
and the joints are relatively deep and provide enough surface 
are on the mating surfaces to make for good joints all around. 
Of course being the model that it is, it still probably won’t with- 
stand the “falling off the table” test. Even though this figure 
takes a little time and effort to put together, I still have to say 
that it is my favorite model this issue. 


Name: 060901 Theja Doris the Martian Princess 
Sculptor: Patrick Keith 
MSRP: $ 4.99 
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Here is a model that brought back some old memories. I imag- 
ine some might look at this model and wonder where the 
“Martian Princess” part comes from. Well I guess it might date 
me, but I recognized her right away (of course the name game 
helped). I used to love the Martian Series by Edgar Rice 
Burroughs, and I was always captivated by the beautiful Mar- 
tian Princess that the hero of the series (who is an earthling 
naturally) is also captivated by her beauty. Her name was De- 
jah Thoris. This model is about exactly what I had in mind 
when I was reading those books all those years ago. My hat is 
off to you Patrick. The model is a one piece solid cast model, 
and comes with a round slotta base. There are a few slight 
mold lines, but other than that she was perfectly clean of un- 
wanted metal of any sort. This is another model that you 
should check out under a magnifying glass, the detail is just 
marvelous. By the way, this race of Martians is tanned or pink 
skinned in the series, so don’t go painting this beauty with 
green skin. The green ones are a whole lot uglier and have four 
arms. 


Name: 061001 Tallah the Swordmaiden 
Sculptor: Patrick Keith 
MSRP: $ 4.99 


Tallah is a single piece solid cast model and she comes with the 
standard round plastic slotta base. At first glance I thought this 
model might have some strength issues since her arms look 
rather slight and each is holding a hefty looking sword. But 
after a little testing, I was surprised that the metal is plenty 
rigid, so it would take an intentional effort to bend either the 


sword, or her arms. I could only find a couple traces of mold 
lines under her arms, but there are a couple of support posts 
(one on each sword hilt) that attach to her legs and these will 
need to be cut away and cleaned off. Besides that she is a very 
clean model with very sharp and vivid detail. I could see her 
doing well as a two weapon fighter or a ranger in a fantasy role- 
playing game. 


Reviews by Mark Theurer & Clay Richmond 
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Name: 8200, 8201, 8202 High Elf Spearman 
Sculptor: | Tom Meier 
MSRP: $ 3.50 each 


These three models are all 
different poses of High Elf 
Spearman. A neat thing 
that Thunderbolt Mountain 
does is that if you like a 
particular pose, you can buy 
six of the same pose for the 
discounted price of $14. 
Or, you can just get an as- 
sortment of 20 Spearman 
(random poses) for the 
really discounted price of 
$35. Each of these three 
models comes in_ three 
pieces, and they each have 
a metal base that is cast as 
part of the model. In each 
case the pieces consist of a 
long spear (and I mean 
long, it measures almost 
two and a quarter inches 
long), a shield (all three are 
different), and an Elf Spear- 
man. All the pieces are 
interchangeable, though the 
spears are all the same, so it 
there is not much point in interchanging them. But as is the 


8200 
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practice of Thunderbolt 
Mountain, the hands of the 
models are cupped, so that 
the weapon fits into the 
hand anywhere along the 
shaft. This means that if 
you wanted, you could eas- 
ily substitute a different 
weapon into that same hand 
(perhaps a sword for the 
leader). All the models 
have excellent detail and 
are crisp and clean with 
hardly any cleanup work on 
any of them. In fact, if it 
wasn’t for the few tabs on 
the spear and shields (they 
are originally cast on 
sprues) there would be no 
clean up work needed at all. 
The spears are very slender, 
so they are easily bent and 

8201 will probably have to be 
straightened when you first get them. Besides that, there are no 
strength issues once the model is assembled (the fingers of the 
cupped hand can also be bent if you are not careful, but after 
assembly they are no longer an issue). Two of the stances have 
the Spearman marching forward as if in formation where the 
third has his spear and shield in at the ready as if ready to strike 
(these are the ones I’m guessing you put in the front rank). If 
you are doing formation battles, getting a package of 20 of 
these will definitely give you your moneys worth. 


8202 


Reviews by Clay Richmond 
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I’m not sure of the catalog numbers, sculptor or MSRP of the 
following new figures from Urban Mammoth, but they will be 
among the first released for their new game, Metropolis, and we 
were fortunate enough to have both of them sent to us before 
their general release. Both are updated sculpts of characters 
that already exist in the Urban War universe. 


Name: Icarus Trask 


Icarus is a three piece model that has both arms cast on a sepa- 
rate metal sprue. The model comes with a large round base to 
accommodate his pose that has his legs apart at about a 45- 
degree angle. The casting was extremely clean and I only 
found a few tiny bits of flash on his arms and could not see the 
mold line at all. The arms (forearm, hand and large blade) fit 
onto the upper arm and rest of body with excellent socket joints 
that make assembly easy, quick and foolproof. It does leave 
little, if any, room for re-posing of the miniature unless you 
want to break out clippers and green putty. Trask’s armor is 
very heavy and tough looking with many hoses and looks like it 
bulks up what would be his regular, unarmored, size a bit. If 
you think that the legs are a bit far apart you could try to, care- 
fully, bend each one of them inwards just a tiny bit, but I think 
I'll leave mine as-is. While his armor is all heavy plate and has 
no indication of being organic in any way I just that feeling 
from it. Not sure why though. He could definitely find work, 
in addition to in Metropolis, in a d20 Future rpg. 


Name: Neo-Pi 


With a wardrobe choice that doesn’t leave much to the imagina- 
tion we have the new version of Pi, Neo-Pi. This is a single 
piece figure that is very nicely sculpted and a casting that had 
just one tiny piece of flash on the magazine of her gun. She 
wears a tank-top that not only barely covers her breasts but it’s 
also strategically torn to reveal significant amounts of cleavage. 
I think they could have foregone the shirt altogether and left her 
upper have bare or maybe given her some cyber-boobs. Her 
nether regions are covered with a small metallic plate and if 
Britney Spears had one of these she would not have been photo- 
graphed showing her bits to the world. I’m not sure what the 
two disks are that are attached to her lower abdomen but they 
look much smaller on the model in-hand than they do in the 
picture of the painted figure. There are a few parts of her legs 
that look like they are actually cyber-ized also and area actually 
access points to whatever mechanical parts lie underneath. The 
gun looks like a cross between some kind of SMG with the end 
giving it a ray gun feel to me. Unlike Trask, she comes with a 
regular sized round base for a human-sized model. Except for 
the parts that are additions to her body her skin has is very 
smooth and the figure was very well done. Her face is looking 
down and has a well defined, almost mean, look to it. Neo-Pi 
could also be used in a super-hero, near-future or sci-fi rpg or 
miniatures game if you don’t have an immediate use for her in 
Metropolis. 


BERY ART 
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Reviews by Mark Theurer 


Name: ABG2016 CSO Starter Set 
MSRP: $29.99 


Aberrant Games is re-releasing the faction starter sets for Re- 
zolution and here we have a look at the CSO set. Inside you’ll 
find six multi-part figures, a deviation d6, three data cards, a set 
of quick start rules, and a CD of printable cardstock terrain. 


The CSO figures in this set differ from those in the Shadow 
War starter (reviewed in the previous issue of Fictional Reality) 
in that the Marshal and Technician are different sculpts. The 
four Troopers are the same as in the Shadow War set and are 
also available separately in packs of two or four troopers. 


The Troopers have two different body styles and come with 
separate heads and guns. There was a small amount of cleaning 
needed on each of them but they were ready to assemble in 
pretty short order. In the picture (next page) the Trooper that is 
farthest to the left is in a running pose but the actual miniature 
that I’m holding in my hand is not nearly that awkward of a 
pose. When assembling this figure there is a piece of metal that 
connects his left foot to the casting tab that needs to be re- 
moved. When it’s removed you get some additional range of 
motion when choosing how to pose the figure. The Troopers 
are all very bulky, wearing armored vests and carrying loads of 
equipment in the form of pouches, pistols, and grenades. I 
think that a more traditional green or grey camouflage paint job 
would make them look better than the black/blue in the picture. 
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The Technician is probably my favorite of this group of six. 
It’s a two-piece model but the second piece is just a small back- 
pack that contains the antenna for the communication device 
that he is currently talking on. He’s dressed in the same bulky 
armor and gear as the other Troopers and fits in perfectly with 
the group. Actually, I think he’s loaded down with more stuff 
to carry than the other guys. He had a slightly visible mold line 
on the inside of one leg and on the backpack, but it was easily 
cleaned. 


The Marshal (also different from the other two in the Rezolu- 
tion catalog on their website) is an easy to assemble two-piece 
model that is carrying a pistol with both hands in a firing posi- 
tion. His arms look a wee bit short to me but otherwise the 
figure is fine. He wears a long trenchcoat and not nearly the 
amount of armor as the Troopers. 


The quick start rules are enough to get you started in the game 
but if you like them I’m sure that you’ll pick up the full rule- 
book shortly. The CD (something that I lamented was missing 
from the Shadow War starter box) reappears here in the faction 
starters and I’m glad that it did. It’s well worth taking the time 
to put together the terrain that’s on the CD. 


Once the Technician and Marshal are available separately they , 
along with a group of four Troopers, should retail (just my 
guess, but basing that off of the prices of other similar troops) 
for pretty much the same as this box set so the CD of Cardstock 
terrain (very highly recommended by the way) and deviation 
die are gravy. 


Name: ABG2015 Field Engineer 
MSRP: $7.99 


To add to the effectiveness of your Troopers 
there is a field engineer that is wearing the same 
gear and armor as the other Troopers, but carries 
a different assortment of weapons. His helmet 
also has what look like low-light goggles and his 
dog-tags are visible which is a nice added detail. 
There are three separate pieces that need to be 
attached to the rest of the figure. One is a small 
attachment that fits on to the device in his left 


hand. Another is the weapon and 
hand that fits on to his right wrist 
stump that has some hoses that trail 
around his back to the third piece, 
which is a power pack that sits on his 
back. He fits in just fine with the rest 
of the new style Troopers and is es- 
sential if you’re going to include 
bomb-bots or medi-bots with your 
CSO force. 


Name: ABG3013 APAC 
Panther Securibot 
MSRP: $11.99 


The APAC add to their mechanized 
troops with the Panther Securibot. 
It’s a multi-piece, 
seven parts in fact, 
that comes with a 
long cavalry style 
base. Each piece 
of the Panther 
needed a bit of 
cleaning but I 
found no defects 
and assembly was 
very easy. You 
have quite bit of 
freedom when 
posing the model 
and can, and I 
think I will end up 
doing this, putting it in a position that looks like it’s rearing up 
on its back legs and getting ready to strike instead of walking 
on all four legs. The model is not quite as rounded in appear- 
ance as the artwork in the book, but is a very good addition to 
my APAC army and you’ll see it in action soon in next issue’s 
Rezolution battle report. 


Reviews by Mark Theurer 


I recently met up with Chris Clark of Magnificent Egos to pick 
up new releases for review and was lucky 
enough to walk away with four unreleased (but 
soon to come out) figures. 


The first is a two-piece model that represents 
some kind of plant that would definitely be a 
threat to a passing adventurer, well a low-level 
one anyway. It could be used as some kind of 
carnivorous vine or large poisonous plant. The 
bottom piece makes up the base of the plant and 
also fits onto a regular large round plastic base. 
This piece is made up of many thick tangled 
vines and a few rocks. The upper part of the 
model includes a thick mass of vines towards 


the bottom, a flowering section good sense that he's carrying it with both hands. Getting both 
in the middle and a long large hands/arms on in the right place will take both of your hands 
vine, surrounded by many and you'll want to do a dry run first and consider pinning the 
smaller thin ones, that ends in a joints because it is a big honkin' sword that they are holding and 
big hook that would probably do if any part of the model is going to bang into something it's the 
well for piercing and injecting sword. The two githyanki models together would make a good, 
poison. The long vine can be and quite different, encounter for a D&D game and I'll have to 
bent if you're careful. There was think of a way to include them in mine at some point. 

a small mold line up at the top 

where the hook is, but otherwise Ok, saving the best for last is a new dragon, named Giger. Yes, 
there was no cleaning needed. It as in homage to the artist H.R. Giger. Seven parts (three legs, 
definitely looks like a big and tail, two wings, and the rest of the model) make up this figure 
nasty plant that could put a hurt and while each one needed a bit of cleaning up before starting 
on you. assembly I really do expect that on large mod- 
els and there was nothing difficult about the 
cleaning that was needed. The head of the 
model is what really gives it away as being 
inspired from H.R. Giger's work as it's reminis- 
cent of the aliens in the, well, Alien series of 
movies. The body of the model is a mix of 
regular dragon scales and parts that also look a 
bit alien-ish. Putting on the legs and tail was 
easy as they fit into their joints without prob- 
lem. One of the leg joints needs a small bit of 
putty to hide a small gap. The back has two 
longs slots cut into it to accommodate the 
wings of the creature. Both are your pretty 
standard looking dragon wings and they drop 
into place into the slots in the dragon's back. 
Like with one of the legs I needed some green 


The Pilgrim 
Reincarnated is 
a new version of 
one of first, if 
not the very first but my memory fails me here, 
figures produced by Magnificent Egos. There 
are a few immediate differences with this new 
version. First, it's a female. She's also carrying 
a single pistol and a sword instead of the two 
daggers (with a sword across his back) of the 
original. She does still have his daggers with 
her, but they are on her belt. Her clothing is 
similar, but I think that the details are more 
crisp on this newer version of the character. 
Her right arm carries the sword and comes as a 


separate piece that attaches to the model at the shoulder. The putty at some of the seams where the wings meet the body. I 
joint is small, but could be pinned if you have a very small drill have not encountered a single large dragon model that didn't 
bit. I think that glue will hold it well enough though. As much need some kind of putty work so to me this is just part of the 
as I liked the initial version of the Pilgrim I like this one better. assembly process for a model of this size. 


She would work just fine leading a group of Gun Mages in 
Warmachine or even as a Griffin character in Confrontation, 
Ragnarok or Cadwallon. There were a few small bits of flash to 
be cleaned on her gun and cape and one mold line was just 
barely visible along one long edge of her cape. 


Like Nazchryst, the Planar Warrior, we have another new githy- 
anki model (not a re-sculpt though). This one wears the same 
detailed and ornate plate armor of the first one, but is posed 
differently and wears a long cape instead of a flowing sash. 
There's lots of fine filigree work sculpted on the model's armor 
that will need to be carefully picked out with a steady hand (not RY 

mine) or hope for the best with 
an ink wash (that would be me) 
to really bring them out when 
painting. The head is a separate 
piece that fits into place easily. 
The sword is just massive and is Look for all of these to be available soon from Magnificent 
covered with lots of pokey bits. Egos. 

When he means to kill you he 

also plans on inflicting as many Reviews by Mark Theurer 
wounds at one time and really 

letting you know that you're on 

the receiving end of one heck of 

a beat-down, I guess. The sword 

would end up being taller than 

the whole model if stood on end 

and compared to him so it makes 
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Xmas sees the release of the new edition of Urban War: Strike- 
Team Actions our Sci-Fi Skirmish rules. In addition we will 
also launch our squad based “Big Battle” rules called Metropo- 
lis. These rules utilise all the existing Urban War miniatures as 
well as the new CLAUs, Capital Light Armoured Units, which 
are due for release along with the game. 


Featured here are some of the concept pieces for the CLAUs. 


Concept Preview: Syntha Cyclo-Synth “Talon” 
This is the close combat version of the Syntha CLAUs armed 
with twin magneto talons. The close combat version, 
“Phaeton”, is armed with a Plasma cannon. The Biomech is 
included to show scale, these are “synths” and are fitted with 
SPOMM AI brains and therefore have no pilots. 


Concept Preview: VASA “Pacifier” 

This is the support version of the VASA CLAUs armed with a 
recoilless rifle. The close combat version, “Executioner’’ is 
armed with bladed fists. The Suppressor is included to show 
scale, pilots are still WIP. 


Concept Preview: Junker CLAU Titus IV "Scorpio" 
This is the support version of the Junker CLAU armed with 
twin heavy Chain Guns in an over and under configuration. The 
assault version, "Nero", is armed with dual hydraulic Cesti. The 
Praetorian Guard is included to show scale, pilots are still WIP. 


Concept Preview: Koralon Drake 
The Koralon "Drake", as it's been called, is a recent addition to 
the alien host on Iskandria. Not only is the Drake a ferocious 


close combat opponent, striking with its scythe-like mandibles version of the Viridian CLAUs. 
with lightning speed, it can also project torrents of corrosive 
acid at long range. 


Concept Preview: The Triad Oni-Sumo “Typhoon” 

This is the support version of the Triad CLAUs armed with a 
multi rocket launcher system. The close combat version will be 
armed with a power Kitana. The Triad Boss is included to show 
scale, pilots are still WIP. 


In addition to the new CLAUs 
Metropolis will also introduce 
new characters to the game. 
Featured here are Neo-Pi and 
the Infamous Icarus Trask. 


Concept Preview: Gladiator Pit Beast with Rider 
Gladiators will not have access to the new CLAU technology, 
instead however, they will ride ferocious Pit Beasts into battle. 
To support both these games 
systems we are also publishing 
“Iskandria” a sourcebook for 
the city planet on which the 
Urban War & Metropolis con- 
flicts take place. The book will 
provide players with a rich re- 
source of information on the 
city planet and will include 
a full colour city map, a 
history, details on all the 
factions and backgrounds, a 
blow-by-blow account of 
the conflict as it unfolds as 
well as a timeline and an 
appendix on the home- 
worlds, space travel and 
technical data on arms and 
armour. 


Written by John Robertson 


Concept Preview: The Viridian “Sabre” CLAU 
The “Sabre”, featured here with its pilot, is the standard assault 
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fase 3 
Night Elf 


Desert Dogs Black Widow Deadling Runner 


While surfing around on the web, as we all do so often, we 
came across a new miniature company. It didn’t take long to 
see that the figures were very impressive for a new small com- 
pany so we gave them a call. It turns out they were just up the 
road form us (small world) so Clay met up with Patrick Keith 
for a quick little Q&A. 


So, when did you get the idea to start up MorganKeith Stu- 
dios and how long has it been around? Is it just you and 
Vicky at this point? 


Yes it's just the two of us. We published a comic mini-series 
and graphic novel from 1999 to 2001 as a different company. I 
wanted to expand our freelance art business to encompass more 
than just publishing. So, we opened MorganKeith Studios as 
sort of a "catch-all" art service business. Vicky and I have be 
selling art at various fantasy, comic and sci-fi shows all across 
the country since '99. 


We were avid players of GW games from about '95 until we left 
the hobby to pursue the comic project. Vicky and I have a fairly 
large collection of armies, painted and unpainted. We even 
worked on a werewolf army list for Warhammer Fantasy Battle 
that was published on the web. It wasn't until GenCon '05 that 
Ron Hawkins (of Reaper Miniatures) nudged me into giving 
sculpting another shot. 


Over the few years you have amassed quite a few sculpting 
and painting awards, which do you prefer? 


I think I've finally settled into sculpting. Art has always been a 
struggle for me translating 3D objects into 2D representations. I 
can recall from a very early age though, my first or second year 
in school, I would make little sculptures out of plasticene to 
give to the teachers for holiday gifts. When Star Wars first 
came out, I sculpted little characters from the film to play with 
before they released the actual action figures. Then I learned 
that there were guys making a living building models for mov- 
ies. So, I've been pretty much immersed in model building, 
miniatures and film since then. I just never had the tenacity to 
uproot after graduation and actually move to California and 
pursue a career. When I was first breaking into doing fantasy 
art, I was painting digitally with Photoshop and a tablet. It was- 
n't very satisfying because the tactile sense of working with my 
hands was very limited. I think sculpting and model building 
have given me the most satisfying results by far. 


It seems your figures span a very large range of settings. 
What genre(s) do you see your models eventually majoring 
in? What are your interests? 


Well, after returning to the hobby again, I mainly wanted to 
release a boutique line just to do whatever I could come up 
with. I looked around on the net and saw the stuff coming out 
from Heresy, Hasslefree and Freebooter and was very inspired 
by their creator-owned lines. It was really born out of a desire 
to just share my work with a few hobbyists who may take a 
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fancy to the figures. I was really taken with the whole concept 
of the Steampunk genre and wanted to do a couple of figures 
like that. For me, there's really only so many ways you can do 
elves, orcs or goblins or whatever, and it's already been done by 
the big companies. I do like sculpting female figures the most 
though. 


Do you foresee a game in the future for your pieces or are 
you just interested in doing "collectibles"? 


The Zodiac figure line, while very collectible in concept, was 
originally conceived a few years ago as I was looking into 
sculpting and producing resin garage kits. The majority of that 
hobby is driven by super hero kits and unlicensed properties. It 
just didn't seem like a good fit for what I wanted to do with the 
line. Now that I'm sculpting in the 30mm range, the concept 
seemed ideal for the miniature figure market. I would like to be 
able to license out the line to a collectible company, like Raw- 
cliffe for example, once it is complete. The subject is certainly 
broad enough to captivate the interest of non-painters and non- 
gamers, and they would make excellent gifts for folks who nor- 
mally aren't involved in the miniatures hobby. 


But, it's a given that intellectual property drives the gaming 
industry. I thought it was a very bold move on WotC's part to 
open-source their game engine and let independent creators 
develop their own settings and adventures in the RPG realm. It 
would be cool for something like that to take place in the table- 
top game realm too. The success of companies like GW, Priva- 
teer Press, Rackham and others are attributed to two things, 
design and setting. I don't know of a single gamer that has ever 
told me they play a particular system because the rules mechan- 
ics are superior to its background fluff and models. There may 
be a lot of those folks out there; I just don't know any of them. 
So, in that light, we are currently developing a setting for both 
tabletop and RPG games built on the d20 engine. If it works out 
as hoped, we will probably announce more about that in March 
or April '07. 


What are your aspirations for MorganKeith Studios in the 
near and far future? 


Well, I would like to continue to support the general hobby of 
tabletop wargaming. We want to participate in the hobby at a 
foundational level, providing sculpting and painting services to 
various companies while developing our own properties. I have 
a very large admiration for folks like Dark Age Games, Alpha 
Forge, Urban Mammoth, Corvus Belli and Ninja Magic who 
offer quality in both design and concept, but still maintain a 
direct relationship with their player base. At some point I hope 
we can develop a similar reputation for what we produce. 


What movies/books/games/authors do you consider your 
primary inspiration? 


As mentioned earlier, I am a rabid Star Wars fan and carry way 
more information around in my head about that setting and film 
than you would ever want to know about. As art goes, my tastes 
run all the way from Keith Parkinson to Simon Bisley. Plus, I'm 
a big fan of artists like Frazetta, Mucha, and Frank Cho. I am 
mainly inspired artistically by the Pre-Raphaelites, simply gor- 
geous figurative work. I tend to admire Michaelangelo over 


DaVinci as a sculptor. For modern figurative sculpture it's 
Richard MacDonald, Seth Vandable and Victor Issa. For tiny 
figurative work I look to Werner Klocke, Kev White and Jes 
Goodwin. But, I'll have to say my main recent discovery has 
been Alphonso Azpiri, if I could sculpt like that guy draws, I 
would be a happy man! 


I saw that you have been involved with Hasslefree and 
Reaper events. 


I sculpted an entry for Hasslefree's Pirate competition. Vicky 
and I have been attending ReaperCon and we participate at ir- 
regular intervals with their paint club. I also sculpt and paint 
freelance for Reaper in addition to work for Impact! Miniatures 
and Crunch-Waffle. 


ReaperCon is a terrific experience. They host sculpting and 
painting classes by some of the best folks around. 


How many releases are you shooting for this coming year? 


Well, for the Zodiac line we will release a new astrological 
character each month starting in December. There are also a 
large range of resin bases that are almost ready for release. For 
the game project we plan to release an initial line of 10-14 char- 
acter models. As we develop the game rules, additional figures 
will be released. 


Why is Meagan the Buccaneer limited to 100 castings? She 
looks based on the Hasslefree entry, is she? 


Every artist is their own worst critic (although some of the 
places I post on the internet aren't afraid to tell you what they 
think) and I felt she suffered from "earlyworkitis." She was the 
first figure I sculpted with green stuff in about ten years. The 
first figures were unrecognizable blobs. After posting pictures 
of the Meagan green on the internet I came across Hasslefree's 
Pirate contest. Since I had already posted photos of the first 
figure, I decided to sculpt another one specifically for the con- 
test. It bagged the equivalent of "honorable mention" and they 
offered to release the figure anyway. 


I cast 100 of the Meagan figures, and sold through those in a 
reasonable amount of time. Rather than going back for an addi- 
tional run, I channeled those funds into releasing other figures. 
It also gave the folks who jumped in early and ordered one 
something special since I had really no way of knowing if any 
of this stuff would sell or not. I cast 20 masters of the Meagan 
figure to make the production mold. One of those masters I 
painted to shoot photos for the web site. I gave that studio 
model to Kathryn Fields (queenofcredits.com) in appreciation 
for her colossal support and encouragement. She is a true mod- 
ern-day patron and promoter of miniatures as an art form. 


Rumor has it there will be another pirate figure of some sort 
done for next year's GenCon promotional piece, but you'll have 
to keep checking our web site for more news about that. 


Do you have a biggest seller yet? 


Yes. We have sold more of Terri the Steampunk Cowgirl than 
any of our other releases. Probably due to the subject matter 
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and the compatibility with a particularly high profile tabletop 
game of the same genre. I originally sculpted that figure for my 
own personal use and thought it would work as well for charac- 
ters in Mongoose's OGL Steampunk or Sorcery & Steam. The 
feedback I got on the sculpt was so positive we released it 
shortly after Meagan, so that's where the Pirate money went. 


Have you ever, or do you do painting on consignment? 


Yes. I have painted for private and commercial commissions. 
Although, with the upcoming workload I'm not sure how much 
longer I'll be able to keep doing that. Vicky has done really well 
keeping to a schedule and making her figures available on eBay 
on a fairly regular basis. I post a few things whenever I get the 
painting bug, but I'd much rather be sculpting. 


Thanks Patrick, and good luck. We hope to be seeing a lot 
more of your and your work. 


Written by Clay Richmond and Patrick Keith 
http://morgankeithstudios.com/ 


The best thing about being one 
of the designers behind Battle- 
ground: Fantasy Warfare is the 
excitement of bringing a new 
faction to life. Each faction lets 
us explore a new set of strengths 
and weaknesses and teaches us 
more about the world we’re cre- 
ating around our system. 
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For those who don’t know, Bat- 
tleground is essentially a table- 
top miniatures game without the 
miniatures. Battleground uses 
cards to represent units of troops; think of each card as a tray of 
painted models squeezed down into two dimensions. Battle- 
ground is sold in factions, with each faction have two non- 
collectible/non-random decks — Starter Decks which give you 
all the cards you need to play and Reinforcement decks which 
complete the faction and give you multiples of every unit in the 
faction. There are currently five factions: Men of Hawkshold, 
Orcs, Undead, Elves of Ravenwood and Dwarves of Runegard. 


In January we welcome our sixth faction: the Umenzi Tribes- 
men. 


The Umenzi were inspired by the great Zulu armies of our own 
world. Like the Zulu they feature large numbers of low-tech 
warriors. Metal is scarce for the Umenzi; most of the faction is 
unarmored and spears and cudgels make up the bulk of their 
weaponry. The Umenzi are also relatively weak at ranged at- 
tacks, having only javelins and atlatls — neither of which has the 
range of a bow, let alone the range and power of elite units like 
Longbowmen or Giant Catapaullt. 


Don’t feel too bad for them, though...who needs bows when 
you’ve got magic and giant elephants? 


Current Battleground players know that magic has never been a 
major tactical force in the game. Battleground is a unit-based 


tactical wargame in which victory is earned by outmaneuvering 
your opponent, not blasting his line with fireballs or lighting 
bolts. The Umenzi Tribesmen expands the role of magic in a 
way that enhances, rather than replaces, Battleground’s tactical 
strength. 


Umenzi priests cast spells much like range attacks — only on 
your turn and during the combat phase. Two spells support 
your own troops; you can heal damage and you can give a unit 
an additional attack. Two more harm the enemy, either reduc- 
ing their attacks by one or — only castable by High Priests — the 
Killing Curse deals an immediate point of damage. Such magic 
is double-edged, however, for the more powerful Umenzi devo- 
tions involve psychic transference of injury. Whenever one of 
your spellcasters heals or harms another unit it takes one dam- 
age as well. 


The end result is a faction that feels wonderfully magical but 
remains true to the spirit of Battleground. Magic enhances the 
unit-based maneuvering and tactics rather than replacing them. 
You'll use healing and hexes to prevent your opponent from 
breaking your line rather than to blow a hole in his, and you’ll 
struggle each turn with the myriad tactical options this provoca- 
tive new faction offers. 


Written by Chad Ellis 
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